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Help us help you 


Previews are in an evolutionary state, 
and we need your input By Steve Bauman 


threats last month of impending changes in the magazine were actually true. We feel 
the columns are important enough to readers that they shouldn’t be buried in their 
respective sections, so we've moved them to the front of the magazine. 

Our tips columns, Grue’s Lair and Cheat Thrills, have been moved to their own section of 
the magazine. Anyone looking for help with an adventure or role-playing game can e-mail 
grue@cdmag.com, and cheat code requests or submissions can be sent to 
cheater@cdmag.com. 

The big news is that we've finally added what many readers have asked for—a section 
devoted to the contents of the CG CD-ROM. This section will, in most months, only appear in 
versions of the magazine that come with a CD-ROM. After you check out the new section, let 
us know if there’s anything else you'd like to see in it. 

We have some long-term plans for the magazine, but we need your input. We've been 
having a lot of meetings lately trying to figure out what you want in the magazine. We know 
you want reviews, and news is always popular. The big question is whether or not you’d 
rather see individual previews replaced by more feature stories like “The History of 3D Action 
Games” on page 68. Before you answer, let’s discuss the entire nature of the preview. 

When a company sends us a product for preview, we have two main considerations 
before making our decision whether or not to cover the product: does it appear to be a good 
game and will readers want to read about it? These two issues can be at odds from time to 
time, but that’s just the start of the problems with previews. 

An article by Tad Friend in the March, 1998 issue of Spin magazine titled “Notes on the 
Death of the Celebrity Profile” articulated something that’s been brewing in our collective 
heads here at Chez CGS+ for some time. It talked about how most celebrity profiles in major 
magazines tend to be vacuous, and offered a number of reasons why that was the case. One 
line stuck out: “Most profiles nowadays are almost scripted by the PR agency.” 

Substitute “previews” for “profiles” and you could be talking about what currently passes 
as a preview in some publications. We're going to take the snobby route and say we don't 
feel we're doing a disservice to you by including previews as we always strive for balanced 
articles that don’t read like regurgitated company-speak. 

Unfortunately, there’s an enormous gap between what the writer is ethically able to say 
about an incomplete product, what you may actually want to hear about it, and what the 
publishers want written. You seem to want information about a game to decide if it’s worth 
your purchase the day it hits the shelves, and would prefer to be warned of potential prob- 
lems a game may have. Publishers just want you to know their game exists; however, they'd 
prefer that we anoint their product as heaven-sent, or at least “Best Game of the Year.” 
Regardless of the actual content, the day the preview hits newsstands the needs of the pub- 
lisher have been served, but what about the readers’? 

We've had numerous discussions about this very topic and we’ve concluded that it’s as 
unethical to evaluate an incomplete product in a preview as it is to review an incomplete 
product. In fact, the distinction between the two dissimilar article types is obliterated the 
moment evaluative comments are introduced. We just have to live with the fact that 
games change drastically during their development, for better or for worse, regardless of 
the press coverage. 

Over the past couple of years, we’ve made a concerted effort to remove most evaluative 
comments from previews, instead focusing on features and letting the developers gush. 
Unfortunately, we worry they're perceived as being less “exciting” than those that say things 
like “We're wiping drool off the floor just thinking about the box for this game.” So if many 
previews are at best non-critical information and at worst sycophantic promotion that serves 
to bolster the relationship between the publisher and the magazine at the expense of the 
reader, what are we to do? 


VY ou can stop looking. There are no scratch-and-sniff reviews this issue. However, our 
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Help us help you. What do you want from us? Interesting feature stories that aren’t necessar- 
ily about a single product? (We'll address the “On what topics” question later.) More short pre- 
views that summarize features a /a our “First Looks?” Average length previews such as the one 
on iF/A-18E Carrier Strike Fighter? More long, detailed previews that try to get to the heart of the 
development process like Privateer 3? (Keep in mind that the longer articles come at the 
expense of the shorter ones.) Please let us know what you want at editor@cdmag.com. 


We use HyperSnap DX exclusively to capture screens from 
Windows 95 games (it works with DirectX). It’s available from 
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I’m not dead 


The fans of Kali walk the earth! By André Vrignaud 


é you conne 
to ihe internet, 


press this button 
fe connect to: 


Kali’s spartan interface seems to show that its users 
aren’t looking for chrome, but instead, utility 


ep, this is another Kali column. 
* Usually | try not to revisit the same 
topic in as short a time as we do 

here, but the first “Kali is Dead” column 
(from the January 1998 issue) generated 
an impressive amount of responses. Of 
those responses, | found a couple of 
trends of interest. In particular, | found 
that opinions on this topic were a) almost 
perfectly split down the middle, and b) 
highly polarized. By split down the middle 
| mean that about 50% of you agreed 
wholeheartedly that Kali was indeed dead; 
obviously, that also leaves the other 50% 
of our readers who vehemently disagreed. 
As far as polarization goes, everybody who 
responded fell on one side or another of 
the equation—either Kali was dead, or it 
wasn't. Nobody | can recall was undecid- 
ed, or could see the argument going 
either way. 

Since there were so many different 
opinions on this topic, | wanted to be 
sure to give Jay Cotton (the author of 
Kali) a chance to respond in his own 
words. As such, | sent him an email mes- 
sage inviting him to share his thoughts; 
the rest of this column deals with Jay’s 
response. The key element to Jay’s letter 
was that different people can have differ- 
ing opinions as to just what it means for 
Kali to “die.” In particular, he pointed out 
that | focused on the financial aspect of 
Kali as being the definition of Kali’s “life.” 
In other words, | defined Kali’s death as 
being the point at which it was no longer 
a viable source of revenue, and that 
because of that, would stop being sup- 
ported. Assuming we're looking strictly at 
this financial argument, I'd still have to 
support my original assertion. 
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However, Jay's let- 
ter makes clear that 
he doesn’t necessarily 
see Kali as a money- 
making proposition, 
but as more of a ser- 
vice to the net at 
large. “The goal of Kali 
was not to create a 
business to dominate 
the market and make 
tons of money. The 
goal was (and still is) 
to provide a service 
that no other compa- 
ny is willing to pro- 
vide or willing to pro- 
vide, in the same 
manner, at the same 
cost. [...] We’re in business to make sure 
people can play games without paying 
expensive fees or run complicated brows- 
er add-ins or wade through dozens of 
advertisements.” Now, while I’m sure Jay 
definitely doesn’t mind the fact that Kali 
has indeed been a profitable proposition 
for him, | also do have to appreciate his 
attitude toward the product. The more 
you read, the more you see that Kali is 
more of a solution than a business to Jay. 
His dedication is highly admirable, to say 
the least. I'll finish off this section with 
some additional words from Jay. 

“,..the Kali system was set up to run for- 
ever. When we offer a life-time member- 
ship to Kali we fully intend to let people 
play forever. The servers and clients will 
continue to be use- 
ful as long as there 
is a compatible 
Internet to run 
them on. This is 


very different from anal 


0 
the other services. If OROR RT 2 Gi toms 


TEN goes out of ‘ing ‘ 
business you can't HL EHAL 
use TEN anymore. 
The same goes for 
HEAT, The Zone, 
Mplayer, or just 
about any other 
service. [...] Kaliisa 
lot more than just a 
business to me. | 
was doing this 
Same work as a 

hobby long before! 
ever dreamt of 
making any money 
on it and I'll proba- a Uh 


EXTREME 
ASSAULT 


bly continue doing this long after it’s prof- 
itable... as long as there is a need... as 
long as no one else is willing to write soft- 
ware or provide a service so many people 
want. Chances are with our experience 
and determination we'll even manage to 
continue making money while doing it.” 

As for the reader response, one letter 
sums it up. “Whoa. | am impressed. | never 
knew you had Jerry Springer as a colum- 
nist. The columnist | am referring to is the 
person who wrote the “Kali is Dead” col- 
umn. [...] One point he never mentioned 
is when Kali is going to die. Of course he 
does not have to be accurate with his pre- 
diction [Why bother then? -AV], but one 
should still be provided.” 

Well, as long as | don't have to be 
right... April 2nd, 1999, 9:12 PM. 
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by Kali; in fact, it’s likely Kali supports more titles 
than any of the other online gaming services 
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Grognard deathmatch 


Napoleon: turn-based or real-time? By Scott Udell 


commanders from history and ponder 

where they'd stand in the debate about 
turn-based versus real-time... I'll even take 
a stab at guessing which games they'd like 
to play. 

Napoleon: | figure the short guy with 
heartburn (that’s why his hand’s always 
pressed to his chest, right?) would generally 
prefer turn-based but would enjoy both 
forms depending on the game. He’d prefer 
wargames over strategy games, although he 
might get a kick out of Worms 2. Games cov- 
ering the U.S. Civil War would intrigue him, 
but he’d be frustrated by the diminution of 
the usefulness of cavalry. He’d only play 
Napoleonic-era games if they had editors 
where he could change the orders of battle 
and arrival times of Allied units (damn 
Prussians), and would love Age of Rifles sce- 
narios that would let him kick some British 
and Prussian butt in a slightly more modern 
setting. Definitely a grognard. 

Grant: Perhaps feared more by his own 
men for the way he’d throw them into battle, 
Grant would be a real-time fan, perhaps 
enjoying Sid Meier's Gettysburg. Actually, now 
that | think about it, that might be the only 
game he'd play. 

Lee: While adept at either kind of game, 
Lee would prefer turn-based. | think he’d 
enjoy strategy games like Civilization and 
Warlords better than actual wargames, 
although he might be interested in fighting 
“classical” battles like those covered in I- 
Magic's Great Battles series; he’d have no 
interest in Civil War games but he would be a 
closet Quake expert who could whup Thresh 
ten ways to Sunday. 

Rommel: He’d have perhaps the widest 
gaming interest of the bunch, and while he 
might shy away from WW II games he'd be fas- 
cinated by modern titles set in the Middle East. 
He'd love Birthright and be upset that any 
sequels have apparently been ditched. He’d be 
utterly ruthless in flame wars on the Usenet 
newsgroup comp.sys.iobm.pc.games.strate- 
gic, but he certainly wouldn't be asinine, 
and he’d never use terms like “kewl,” 
“doodz,” or “kick ass”; he would, however, 
challenge both Lee and Thresh to a bit of 
Quake deathmatching. 

Patton: A big-time RTS fan. While he’d 
enjoy C&C and Warcraft Il, he’d consume Red 
Alert, but only as the Allies—he’d love any 
game that'd let him stomp on Commies 
(with or without German help). With the Cold 
War over he'd be moaning about the loss of 
a favorite source of hypothetical battles. He’d 


| thought it might be fun to pick some 
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get together with some 
other wargamers to do up 
a super-detailed wargame 
about a resurgent Russia, 
only to have it die on the 
vine (after a lot of hype in 
wargaming circles) 
because none of the team 
really has an idea of what it 
takes to put out a comput- 
er game. 

Alexander: The reverse 
of Lee, he’d enjoy real-time 
games more. Despite this, 
his ego would make Great 
Battles of Alexander his 
favorite, although he’d 
enjoy any game that would 
pit him against any of the 
other leaders who chal- 
lenge his “Great Captain” 
title. He'd spit on people 
who'd whine about tank 
rushes and would employ 
them ruthlessly in his 
games, and he’d probably 
find plenty of strategies to 
employ amidst all the click 
fests. He’d enjoy coopera- 
tive multiplayer, but 
gamers would learn to 
avoid him after he execut- 
ed a few of his gaming 
“generals” on suspicion of treason. 

Nimitz: Anything nautical, 
although he'd probably be wonder- 
ing why there hasn't been a decent 
WW II naval game in years. He’d also 
enjoy MOO or other space-strategy 
games (after all, space combat 
would be closest to naval combat), 
but he’d scoff at Starcraft’s “terrain 
in space.” 

Guderian: He'd stick with 
wargames, but would enjoy both 
real-time and turn-based. Close 
Combat would interest him until he 
discovered the limited role armor 
plays; he’d stick to the Stee/ Panthers 
and ask when the Squad Leader conversion is 
coming out. 

It's probably impolitic to guess at the 
potential gaming habits of folks from recent 
history... but what the heck. 

Ronald Reagan: definitely real-time, no 
question about it. 

Queen Elizabeth: definitely turn-based, 
but probably only chess and Third Reich. 

Richard Nixon: turn-based in the form of 


| Now that TalonSoft has scenario editors available for its 
Battleground games, Napoleon might even give them a shot 


Rommel wishes he were in a nice air-conditioned room playing 
Quake with Robert E. Lee and Thresh [National Archives] 


Patton discusses Red Alert strategies 
[National Archives] 
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Balance of Power or—more likely—Shadow 
President/Cyber Judas. 

Bill Clinton: | won't even guess at the 
games he’s playing... err, that he’d play. 
[How about “Virtual Girlfriend: Monica?’—ed] 

Al Gore: anything environmentally themed 
or multiplayer, preferably using the latest in 
“information superhighway” technology. 

Sadam Hussein: Barbie Fashion Designer— 
‘nuff said. = 
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“Leaves all other real-time strategy _ 
_ games in the stone age” 


—Gaming Review 


“Takes you where no real-time _ 
game has gone before” 
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The music makers 


Gaming takes a step toward the Grammys By Cindy Yans 


his marks the 40th year of the estab- 

lishment of the National Academy of 

Recording Arts and Sciences, an orga- 
nization of more than 11,000 musicians, 
producers and other recording profession- 
als. The Academy is known internationally 
for the Grammy® Awards and is approached 
each year on a regular basis by special inter- 
est groups dedicated to the creation of new 
award categories. This year, awards were 
presented in 92 different categories, and a 
contingent from the interactive gaming 
industry is hell-bent on making it 93. 

Chance Thomas, a composer at Sierra, is 

spearheading the effort by working ona 
proposal for the inclusion of a Grammy cat- 
egory called “Best Soundtrack from an 
Interactive Game” for next year’s awards. 


‘an ee | 
© The Neverhood has one of the quirkiest, 
innovative soundtracks ever 


Thomas met with Diane Theriot, NARAS’ 
vice president of Awards, to discuss the 
issue, and faced several possible areas of 
opposition: first, “serious music” cannot 
possibly exist in computer games (which, in 
the minds of many, are still represented by 
the likes of Pac-man and Donkey Kong); 
next, there is already a category for Best 
Instrumental Composition and Best 
Instrumental Composition Written for a 
Motion Picture or for Television—why can’t 
we just toss game music into the pot with 
them? Also, there is the issue that the 
majority of game soundtracks are not 
released as entities separate from their 
games, and hence do not themselves con- 
stitute musical products; and finally, do 
enough of these compositions exist to vali- 
date them as a genre? Anyone asking the 
latter question is obviously not a gamer. In 
fact, and this is the biggest stumbling 
block, most of the Academy and its associ- 
ates are not gamers. Thomas must prove to 
the Academy screening committee and to 
the board of trustees that composers in 
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computer gaming face a challenge 
that is unique to the medium. 
Consider the following: clutch- 
ing his revolver, his back to the 
wall, the gumshoe sidles toward 
the edge of the building. <cue 
the tension building music> 
He stops. He reels around = 
the corner, and BAM! 
<cue the climactic shock 
sequence> He is 
attacked viciously by five 
mutant llamas. He 
shoots, but to no avail. 
<cue the combat 
music> He fights for 43 , 
seconds and poof! He is 
eaten by the beasts who digest 
him immediately, leav- 
ing behind only his container 
of dental floss. <cue the tag 
and fade> This staggering 
scenario illustrates a small 
slice of plot linearity. Film and 
television composers deal 
with a finite, linear form, 
which will be the same every 
time the audience views it. 
The gumshoe will always reel 
around the corner. The llamas 
will always destroy him. 
Games are not only potential- 
ly non-linear, but are extreme- 
ly long in comparison to the 


a the types of variables we have to deal 
* with in music; frankly we're still strug- 
gling with how to pull that off seam- 

lessly and convincingly—without 
just sort of making the music 
sound like mush. 

“Music is a language. When 
you make a melody, you’re 
making a statement, you’re 

conveying a thought, a feeling, 

you're leading to something. The 
problem that we face is that 
you could be in the middle 
of a sentence, and the 
player decides to go in 
a different direc- 
tion...and you have 
to figure out what to do 
with that sentence that you started....” 
Diane Theriot brought up another point 
of contention. “Part of the concern is that 
there are not enough voters in our mem- 
bership who will be able to make cogent 
decisions in such a specialized area. 

Perhaps it’s simply not time yet.” It took rap 

music many years to gain a category. 

Dance and remix records appeared only 

this year. Industry musicians need to 
become more involved, to be proactive, to 
apply for membership in the Academy. 

Then and only then will their special voice 

be heard. Then and only then can they take 

their rightful place beside Category 61— 

Best Polka Album. 


Chance Thomas’ score for Quest for Glory V: 
Dragonfire is a mellifluous wonder 


average film, most providing upwards of 30 
hours of gameplay, giving the composer an 
almost Herculean task. 

“With a movie, television or commercial 
you have a series of visual images which cre- 
ate your timeline and which dictate the flow 
of emotion which then in turn translates 
into volume, key changes, melody, etc.,” says 
Thomas. “In a computer game you have no 
idea how long your story will take to devel- 
op. You have no idea in combat at what 
point a player will start to win or start to 
lose, or maybe just decide that he’s bored 
and wants to go somewhere else. Those are 


) The Tone Rebellion joins the barrage 
| of CDs containing game music only 


ms 


° a 
: : A * on te 
. ‘s ae . , 
. 8 . . . 
*« ‘ . 
: . . * be ie . . . . . 
. — . © 
—s * . 
‘ . e ve . « %e * 
. LJ . . 
. sj * e Ps . 
e . 
. e * 
. . . ‘ ‘ . * . e ‘ ? 
. * 
. P . * e * . ° 
. . ‘ ‘ " 


* ° * > ° > = . 


s r eeainene 


ae am siecle ton 


woe 


‘ f R = 


: “ i; fe | 3 a Tt i Ps 


> « * ; : i 
Tey o Advanced | | : mie . | ’ 
. ; * i : __itificiat e : # “i ae, a oh s . a " a a tose, * oe s . _* . . pe Ae , . 
i a te an ete ss a — ‘Organize * ‘wings” of teammates, track. your = 1 a ee 
a — - 4 ; = “ e , . 
= ee ta ————f—— _ statistics, ola) t[ate Mel vemant-teolo]Merelel avy players from —— oe Wa et an. 
ee "ojl-over Earth with 16, PLAYER INTERNET appem , ee eee 
; - F : bd * 7 a : : * , . ax 
8 vce ‘*s e ; * stn : ~* 
ap ee lighting, ps a : Ce . ti Roi "e y 
5 aaae. animation. ‘and unprecedented eo ae Se ae 
a) a 
levels of realism and detail. ; e t 
. Pd . . " ” . * 
, - eee * : . ° ae 
* ; Se. _* i * As , : : ae: : a ‘ , * 
’ A nat : ge i pe ° i . ee ake er — : | — 
: , a . * S. ee % ee : i ° 
. Bing . he . e 6 Le * ve ss Serhi: ts. 
ee ae ; ~, | a! oon. > ° GAMEPLAY AS BIG AS THE CAPITAL SHIPS. 
Rai .- . . © Create your own detailed missions. - . _. és lige toes art , ' 
* «@ " * . ng e " " ' * a ‘ e Rice * « oF * 2. 
oo Rs ‘ a aT. “using: "FRED", the fully-featured i aos ' ee ee -  e 
ae ae » 5 “* mission editor. et sae ke ait : ee ere 
y! . a ee et 
: ‘ -  _WWW.INTERPLAY.COM . | | 
: , fenorn tc UREA + a *, ° : | : 
* a 6 af . - , 
| : . “Parallax. 
ee : . : ; . i pn ‘ gs! as . 
Pe BY GAMERS. FOR GAMBRS:"* Software...’ 
‘ ‘: ‘ a oo © ; a, . ae 7 | 
A ; z DESCENT: FREESPACE THE GREAT WAR:,©1998 Pardilax Sofrwore Corporation. All Rights Reserved? Descent, Descent: FreeSpace The Grear Wor 
". 4 Interplay, the interplay Ipgo and "By Gamers. Ect Gamess." are Mine “ane irtod aicisievd see Walon All Rights Reserved. Parallax is a trademark of 
‘ ps . Parallax Sofrware. Corporation. Alights ResgrvedeVolition and the Valition logo ore trademarks of Volition, Inc. All Rights Reserved. 
- ° . i o. ™ é " ° r -¢ : say . i . ° : 


THE GREATORS OF 


DESCENT 


TAKE YOU OUT 
OF THE TUNNELS 
AND INTO THE 
VAST WONDERS OF 


SPACE. 


40 


best fighter 


.. By Ben Chiu 


' SPEED ~~ TURN 


History 


he 


On paper the P-47’s abilities are admirable, yet in 


Like the Yak 9, the Thunderbolt is more an aircraft of historical 
significance than a viable choice in the arena. Also, like the Yak, its 
primary role is in history-based scenarios. 


Although all fighters are designed with their power plants in mind, the Jug 
is a case of a fighter designed completely around an engine -the Pratt _ 
Whitney Double Wasp R-2800, the most important American aircraft 
engine of the war. Although its dimensions precluded sleek, low drag 
confiqurations for the aircraft that employed it, it overcame this deficiency | 


P-47D Thunderbolt "Jug" | 


The P-47's nickname, the Jug, is a commentary about its bloated, pug 
nosed appearance. The British, however, believed it to be an 
abbreviation for Juggernaut. Both monikers, in their own way, are true. 
While hardly an attractive aircraft, itwas nonetheless formidable and 
difficult to bring down. 


yrsepower on WEP in P-47D. 


the sim world it’s generally only flown on a lark roeat sinole ennine fiahter of World War Il i | 


na little mailing list dedicated for 

WWII discussions (surprisingly 

enough comprised of mostly simula- 
tion industry people) there was a thread 
about which was the best prop fighter of 
the war. After a lot of book quoting (no 
one is old enough to have had any real 
combat flight experience in any of the air- 
craft in question) we came to some unan- 
ticipated conclusions. I'll spare all of the 
gory details of what was said and the cri- 
teria for judging used, but the winner, the 
P-47, raised some interesting simulation 
reflections. 

Most people tend to believe that the 
goal of simulations by definition is to 
recreate the real world and that striving 
for realism would be the obvious means 
to an end. How close anyone actually 
comes to this lofty ideal is really hard to 
pin down in terms that most will agree 
with. That’s because “realism” for the most 
part is a moving target that is not only 
highly subjective, but in many cases also 
extremely hard to quantify. Perhaps we 
should back up a bit. 

While ultimate realism is a commend- 
able goal for a sim, the reality (pardon the 
pun) of the sim market doesn’t seem to be 
so much about what is absolutely real; 
what it really seems to boil down to is the 
amount of realism in relation to the play- 
ers’ perspective. This is the old argument 
of what players perceive to be real and 
how much realism is one ready to tolerate. 
As a pilot I’d estimate that 70-80% of what 
goes on in the cockpit and before you 
climb aboard wouldn't be of much inter- 
est/fun to the vast majority of sim’ers. For 
example, standard operating procedures 
such as checking for oil leaks and loose 
rivets are accurate and realistic parts of 
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flying, but even the most fanatical sim’ers 
would have a hard time welcoming that 
much “realism.” 

Aside from physical realism we're basi- 
cally dealing with three types of realism— 
one that can be absolutely recreated, one 
that can’t, and a third that is based on the 
sum of the first two. (Maybe we'll go into 
more detail another time.) Things such as 
AOA (Angle Of Attack) stall and structural 
failure G loading (what we'll call 
conceptual object realism) can 
be absolutely recreated numeri- 
cally. However, when it comes 
to things such as terrain (we'll 
call it virtual object realism), the 
“scale” or “measurement” for 
evaluation purposes for these 
items is ambiguous. Because 
you're dealing with virtual real- 
ism, you're dealing with repre- 
sentations of the real things 
and compromises are made. By 
nature/definition, you're not 
actually creating an identical 
copy of the real thing. Until 
technology moves to some- 
thing like a brain jack interface 
where software uses your 
brain’s object database (or cre- 
ates it!), the “ultimate” goal is 
impossible to reach—therefore 
all points in between become 
ambiguous. That’s why we’re 
not dealing with a subjective 
scale here. 

The P-47 was the plane used 
by the two top American aces 


Mustang, sexy as the Spitfire, or 
as versatile as a Corsair, but 


consider the Jug’s virtues. Its ability to 
withstand damage is legendary, and its 
firepower of eight (you read that right) .50 
caliber machine guns made it very lethal 
(picture a cloud of bullets). Furthermore, a 
variant of the Thunderbolt is cited as the 
fastest prop-driven airplane by several 
sources. Given these very desirable quali- 
ties, it's obvious that there’s some sort of 
conspiracy against the Jug among sim 
designers—or is there? 

Despite its notoriety as an excellent 
ground attack aircraft, the Jug’s mid and 
low altitude maneuverability was general- 
ly considered unremarkable. Although a 
sim may model all of the aircraft's perfor- 
mance numbers and the theatre of opera- 
tions, the number of aircraft available for a 
mission and the specific mission objec- 
tives are the key factors determining 
which “the best fighter” really is. To draw 
an analogy—use the right tool for the 
right job. So until designers can recreate 
the battle arena/world’s strategic scale 
and objectives, our mailing list winner 
basically ends up a loser—and the P-47 
may remain relegated to mediocrity in the 
simulation world. 


Low altitude melees render the P-47 
little more than a hapless victim 


Up in its element—the P-47 was second to 
in the European theatre. Sure it none at high altitude. Air Warrior III's strategic 
isn’t nearly as sleek as a gameplay accommodates high altitude 


operations, allowing the P-47 to be accessible 
to more than just the most stalwart pilots 
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You have to make it to check points, as there is 
no save game feature in the demo 


Getting to the Subway level isn’t easy with only 
five lives 


REQUIREMENTS 


Windows 95, 120MHz Pentium or higher, 
16MB RAM, 8D accelerator 
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Technical Support: 516-759-7800 


The lighting effects are spectacular. Make sure 
those rocks on the ceiling don’t come tumbling 
down on you 


Forsaken 
rVUlfsanKel 

he year is 2113, and the Earth is no 

more. Scavengers from all over the 

galaxy converge on the shattered rem- 
nants of the planet, looking for loot. You 
arrive on your high-tech space bike, ready to 
rumble through the caverns, halls, and tun- 
nels of mankind's ruined home. Playing very 
much like the classic 3D game Descent, 
Forsaken puts you in the middle of a six 
degrees of freedom action shooter, with 3D- 
accelerated graphics that for once live up to 
the term “eye-popping.” 

The demo features two levels, the volcano 
and the subway. There is no save-game fea- 
ture in this demo, so you'll have to make it 
through on the five lives that you start out 
with. Like it’s predecessors, this is one game 
that rewards a good sense of direction and a 
strong resistance to motion sickness—get 
ready for some very colorful disorientation, 
as well as some wickedly smart enemies. 


CGCDROM INSTALLATION INSTRUCTIONS 


Windows 95 


Place the CD disc in your CD-ROM drive. The disc will autoplay. If it fails to do so, right click on your CD-ROM 
icon (located in “My Computer”) and select OPEN. Double-click the “Install” icon. 
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KEYBOARD CONTROLS 


Forward 

Back 

Turn left/right 
Up/Down 
Bank Left 
Bank Right 
Strafe mode 
Fire 

Fire secondary 


Mines 


Cycle Weapons 


Pause 


Remind you of any games you've seen before? 


Still having problems? Send a description of the problem along with your system 


Place the CD in your CD-ROM drive and choose File, Run from the Program Manager. Type “D:\INSTALL,” 


where D: Is the letter of your CD-ROM drive, and press ENTER. Follow the instructions on screen. 
After installation is complete, double-click the created icon to start. 


configuration to cgcdtech@cdmag.com, or mail a letter with the same information 
to the address below. If you have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 

2 Millet St. 

Richmond, VT 05477 
ATTN: CD replacement 


Quest Tor Glory V: Dragon Fire 


ori Cole, designer or co-designer of the 

first four Quest for Glory games brings 

us yet another journey into the world 
which began a number of years ago at the 
now-famous Adventurer’s Correspondence 
School. Silmaria-by-the-Sea, on the kingdom 
of Marete, has been focal in many of the 
Quest for Glory games. In this one, the silver 
city is in deep &*!%. The Ruler has been 
assassinated by a deadly poison and an 
unknown assailant. The world you'll see has 
its roots deeply embedded into the atmos- 
phere of Greece and Greek mythology. 

The main quest to become King involves 
completing as many of the seven Rites as 
possible: Freedom, Conquest, Valor, Destiny, 
Courage, Peace and Justice. In addition to 
the fact that your goals will be accom- 
plished differently depending upon the 
character you choose (Hero, Magic User or 


Thief), your ability to encounter several of 
the rites at all will be compromised by 
other characters’ progress. In the full game, 
you will contend with a Hydra, Cerberus, 
and even enter Hades in a land with a dis- 
tinct flavor of the Mediterranean. 

This demo is simply intended as a “sneak 
peek” — a small taste of the world the final 
game will provide. It shows a mythical, 
Mediterranean world with multiple camera 
angles and scrolling, rendered back- 
grounds. Although the demo is done in 8 
bit color, it will ultimately be superceded by 
a 16 bit demo more indicative of the look 
of the final game. Here, you will get a 
chance to see the three player-characters 
available — the Hero, Elsa von Spielburg (an 
expert fighter skilled in swordplay and 
acrobatics) from Quests For Glory of yore, 
and Magnum Opus (a giant). Multiplayer 


REQUIREMENTS 


Windows 95, 166 MHz Pentium or higher, 
16MB RAM 


Sierra On-Line © www.sierra.com 
Technical support: 425-644-4343 


capabilities are showcased, too. Between 
one and three players may play coopera- 
tively via Internet, LAN or modem. 

One can encounter hostile guards 
while roaming the picturesque town 
docks of Silmaria, and thereby get a taste 
of the game's real-time battle sequences. 
Numerous locations are available to 
explore, including one underwater. A 
sample puzzle can be solved. And the 
demo also features the widely praised 
original music composed by Sierra’s own 
Chance Thomas. 


The cliffside is slick, and suicide would not be a problem; The harbors of Silmaria 
Stucco and shingles add to the Mediterranean flair; Magnum explores the Great Hall 


COMPUTER GAMES 


Longoow 2 


hen Electronic Arts released the 

original Jane’s Combat Simulation’s 

AH-64D Longbow, it was immediate- 
ly heralded as one of the best helicopter 
sims ever made. Now they've built on the 


success of Longbow, and made it even bet- 
ter with Longbow 2. 

Longbow 2 sports a new graphics engine 
that includes dynamic lighting, 3Dfx support, 
and four times the object and terrain detail of 
the original, making for one very pretty simu- 
lation. With step-by-step training missions, 
even a novice pilot can become better and 
eventually become a top gun. !n addition to 


The attention to detail is quite impressive; if you look closely you can 


see the pilots inside the helicopter 


If you’re a hard-core sim fan waiting for an excuse to buy a 3Dfx card, 
here it is 


COMPUTER GAMES 


your regular AH-64D Longbow Apache, there 
are two new aircraft to pilot, the UH-60A/L 
Blackhawk and the OH-58D Kiowa Warrior. 
One of the more anticipated features of 
Longbow 2 is its multi-player support. Now 
you can play with two to four humans in 
almost any way imaginable, from death- 


matches to cooperative missions flown 
with different flight groups. To top it all off, 
Longbow 2 has a dynamic campaign 
engine, that can generate a virtually new 
war every time you play, leaving the mis- 
sion possibilities for both single and multi- 


player endless. 


This demo puts 
you in the middle of 
a large scale battle in 
which you help the 


American forces 
destroy as many 
enemy tanks and 
helicopters as possi- 
ble. You've been 
given unlimited 
ammo, SO go crazy. 
For experienced 
pilots, note that the 


default setting is for 
casual flight, which is 
less realistic. Simply 
hit <ALT-O> for the 


options menu, and 
select expert from 
the gameplay menu. 


to assist you 
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REQUIREMENTS 
Windows 95, 133MHz Pentium or higher, 
16MB RAM 


Electronic Arts * www.ea.com 
Technical Support: 650-572-2787 


If you feel like becoming arcade-boy, there’s several cool camera views 


pattiezone 


hings have come a long way since the 
| first Battlezone was released way back 

in the 80’s. Now this classic game has 
been brought back to life, bigger and better 
than ever. The space race was a total hoax. It 
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Turn left/right 
itch up 
Pitch down 
Strafe left 
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wasn't a race to get 
into space, it was a 
race to control a 
secret alien technolo- 
gy. This technology 
would allow whoever 
possessed it to create 
advanced space-age 
war machines. Now 
you must battle for 
either the Russians or 
the Americans, in a 
struggle for techno- 
logical superiority. 
With gameplay much 
like that of the recent 
Uprising, Battlezone combines first person you through several easy missions, each one 
action with tactical and strategic command. training you in a different facet of the game. 
In the full version, you pilot any one of twen- 
ty different space vehicles in your quest to 
conquer. Lose your vehicle? Take on the 
enemy on foot, in classic 3D shooter fashion. 
This demo contains several missions,includ- 
ing some very helpful tutorials, which lead 


One of your missions is to follow this scavenger around and protect it 


REQUIREMENTS 


Windows 95, 120MHz Pentium or higher, 
16MB RAM 


Activision * www.activision.com 
Technical support: 310-255-2050 


Die commie bastard, die!! 
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Powernoat Racine 


There’s all sorts of obstacles to steer around on 


each course 


ne of the few racing genres that’s been 
overlooked in the past few years is 


powerboat racing. VR Sports now 


KEYBOARD CONTROLS 
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REQUIREMENTS it | 
Windows 95, Pentium P120, 16MB RAM, ea Trim Up 
VR Sports * www.vrsports.com (i: } or ai) ei 
Technical Support: 714-553-6678 Py ae 
Pause 
brings us their take on the fast paced action ([-] Exit Race 
of racing the waves. Powerboat Racing is a (Gal f=) 
pure arcade game through and through, rH OF Change View 
with beautiful 3D courses, jumps, and all feel 
sorts of obstacles to race around and over. In Z— Help 
the demo you'll have 115 seconds to race iP 
mer Z—\ TV Camera 
against five computer opponents on the Fé 
New York course. The full version includes li Toggle map on/off 
multi-player support for up to eight players, et teal 
sixteen different powerboats, and eight rN) Zoom map 


exotic courses around the world. 
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360° SCROLLING PANORAMIC ENVIRONMENTS IMMERSE YOU IN A FULLY NAVIGABLE 3D WORLD. 
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You Must ENTER THE PAST 


THOUSANDS OF YEARS AGO THE GREAT CIVILIZATIONS OF SHANGRI-LA, EL DorRApDo, 
AND ATLANTIS VANISHED. BEHIND THEIR MYSTERIOUS DISAPPEARANCE LIES A 
LEGEND OF POWER AND DESTRUCTION THAT WILL ULTIMATELY DETERMINE THE 
FUTURE OF HUMANITY. AS GAGE BLACKWOOD, AGENT 5 OF THE TEMPORAL SECURITY 
AGENCY, YOU WILL TRAVEL THROUGH TIME, ASSUME MULTIPLE IDENTITIES, AND 
WEAVE YOUR WAY THROUGH AN INTRICATE WEB OF PUZZLES. HIDDEN IN THESE 
LOST WORLDS LIES THE KEY TO SURVIVAL. 


THE JOURNEYMAN PROJECT: 3 


Ea ,\@ Gmelin 


NOW SHIPPING 


www.legacyoftime.com 


“E1998 Broderbund Software, Inc. All rights reserved. The Journeyman Project and the Presto Studios logo are registered trademarks of Presto Studios, Inc. Legacy of Time and Red Orb Entertainment are trademarks of Broderbund Software, Inc 
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Jedi Knight: Mysteries of the Sith 
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Move Forward 
Move Backward 
Run 

Slow Mode 
Sidestep to Left 
Sidestep to right 
Slide Toggle 

Turn Left 

Turn Right 

Jump and swim up 
Crouch and swim down 
Center View 


Look Up 


Look Down 


Free Look 


quickly churning out an all new 

adventure for fans of the smash hit, 
and critically acclaimed Jedi Knight. The 
list of new features added to the game is 
quite impressive: seven new weapons, five 
new force powers, 14 new story levels, 22 
new characters and creatures, three new 
multiplayer personalities, 15 new multi- 
player levels, and four historic locations 
including the Carbon-freeze Chamber, 
Imperial Throne Room, Tatooine 
Homestead, and the Cloud City Gantry. 
The story of Mysteries of the Sith is set five 
years beyond Kyle Katarn’s victory over 
the seven dark Jedi. In hopes of complet- 
ing her Jedi Knight training, Mara Jade 
has joined Kyle on a remote outpost in 
Altyr 5. 

The demo takes place at a New Republic 

base, where Kyle has arrived to help train 


I ucasArts is on the ball once again, 


Weapons 


and Cycle Weapons 


aa oF Primary Fire 
Z 
Secondary Fire 


This is a good guy; you get to fight along side 
Rebel troops as Imperial Storm Troopers attack the 
compound 


Mara Jade, an ex-imperial agent who has 
been converted to the light side by Luke 
Skywalker. A surprise attack by Imperial 
troops, however, interrupts things, and you 
(as Kyle Katarn) must help fend them off 
while Mara readies the evacuation. 


Windows 95, 9OMHz Pentium or higher, 
16MB RAM 

LucasArts * www.lucasarts.com 
Technical Support: 415-507-4545 


f you're looking to test out your newfan- 


gled 3D accelerator card, and are an 


arcade racing junky, look no further than 


If you don’t have a 3D accelerator, it’s time to 


get one 
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Ultim@te Race PRO 


Ultim@te Race PRO. The full game comes 
complete with 16 different cars, and a total 
of 18 tracks, in different locales such as the 
city, country, and desert. It actually gets dark 
outside as some of the races progress, call- 
ing for the use of your headlights. This 
demo includes two different cars, with one 
track to race on. You can play with up to 
four human players here; sixteen are sup- 
ported in the full version. 


Windows 95, 1383MHz Pentium or higher, 
16MB RAM 


Microprose * www.microprose.com 
Technical Support: 510-522-1164 
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In the beginning of the demo these little guys 
are harmless, but they get more aggressive as 
you get further into the game 


ontezuma’‘s Return is a first person 

action adventure title, emphasizing 

puzzle solving and dexterity over 
sheer shooting skill. The descendant of a 
classic game of the past, Montezuma’s Return 


Windows 95, 133MHz Pentium or higher, 
16MB RAM 


Utopia Technologies * www.utopiatech.com 
Technical support: 972-517-3377 


is thoroughly modern, with 3D acceleration 
and great graphics. You are Max Montezuma, 
ancestor of the great Aztec ruler King 
Montezuma. You've returned to the land of 
your ancestors to search out the long lost 
treasure that is said to be hidden and pro- 
tected by a powerful curse. Many adventur- 
ers have tried and failed, and now it’s your 
turn to try and stake your claim, as rightful 
heir. The full version of Montezuma’s Return 
contains nine levels of play, along with nine 
bonus levels. 
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EarthSiege 3: Starsiege 
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LEFT MOUSE BUTTON Fire 

RIGHT MOUSE BUTTON Target 


Target Closest 


Select weapon 


Chat F5 


Windows 95, 133 MHz Pentium or higher, 
32MB RAM, Internet connection 


Sierra © www.sierra.com 
Technical Support: 425-644-4343 


This is a Goad, a small and fast herc that seems 
to be the preferred herc of the better online 
players 


he action simulation genre has been 

getting more and more populated over 

the past few years, with quite a number 
of “mech games” being released. EarthSiege 
3: Starsiege is Sierra's latest attempt at bring- 
ing giant robots to life on your PC. This is an 
Alpha Technology demo, so there’s a lot of 
the actual game that’s missing, but there's 
still plenty to do. The only mode of play in 
this demo is multi-player, but if you’ve got 
an Internet connection, there are always 
players ready to do battle, and the games 
are easy to find, with the built-in server loca- 
tor. There are three hercs to choose from in 
the demo, each with its own strengths and 


This is how most people get their kills, coming 
up on a fight in progress 


weaknesses, and several maps to battle over. 
Just remember there are repair and reload- 
ing pads, so if your herc gets injured, don't 
despair.Oh, and you can duck to avoid those 
heat seeking missiles. 


Bryan isn’t long for this world 
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tactics.com 


RON 


ega has long been known for their fan- 
tastic arcade games, especially their 
strong racing tradition. Sega Touring 


Ca POSTTIU 
Jor22676 = COURSE RECORD 
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Poe TIME LEFT 


134 is way too slow to keep up with the rest of 
the pack 


of 8 


Car Championship continues that tradition, 


bringing 3D racing arcade action to your PC. 


In the full version there are four cars to 
choose from, and three different kinds of 
tracks to race on including circuits, twisty 
mountain roads, and winding city streets. 
This demo allows you to get a feel for the 
action, with one car and one circuit track. 
The default resolution setting is 320x240; 
hitting the ALT key will pause the game and 
bring up your options. 


Windows 95, 90MHz Pentium or higher, 
16MB RAM 


sega * WWw.sega.com 
Technical Support: 


Sega Touring Car Championship 
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Skate 


It takes a few runs to get used to the course 


Front Page Sports: 


here have been many Winter Olympic 
titles in the past, but never a pure ski- 


ing simulation. Timed just right with the 


1998 Winter Olympics in Nagano Japan, 
Front Page Sports: Ski Racing is Sierra’s 
attempt to simulate the challenge of this 
great sport. It’s a fast paced simulation of 
downhill ski racing featuring the U.S.A.’s 
Olympic gold medalist, Picabo Street. In the 
complete version a player can compete in a 
single race, multiple races at one resort, or 
the entire season at each of six resorts. The 
different events the player can choose from 


Gosh this is a hard game, these gates are so 
small! 


Windows 95, SOMHz Pentium or higher, 
16MB RAM 

Sierra * Www.sierra.com 

Technical support: 425-644-4343 


are the Downhill, Slalom, Giant Slalom, Super 
G and the All Around. Each course is mod- 
eled in incredible 3D detail, right down to 
the chair lifts overhead. Fans will scream and 
ring their cow bells as you zip down the 
course. Even the weather is customizable, 
from fast, packed sunny days, to cloudy, 
snowy, miserable conditions. This demo ver- 
sion comes with one course and one event, 
and also allows you to record your race. 


I’ve missed a gate, so it’s time to make a beeline 
for that tree over there 
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Turn left/right 
Run forward 
Small jump back 


Walk [with up/down keys] 


Look 
Jump 


Action button 
[fire weapon, grab ledge, 
pick up,climb] 


Draw/Holster 
Inventory/Pause 
Side step left 


Side step right 


Windows 395, SOMHz Pentium or higher, 
16MB RAM 


Eidos Interactive * ww.eidosinteractive.com 


Technical Support: 415-547-1244 


fom Raider |] 


ara Croft is back, and badder than ever 

in Tomb Raider Il. There are new moves, 

more weapons, and a slew of new puz- 
zles. Lara's new quest is The Dagger of Xian, 
hidden in an Emperor's palace in the Great 
Wall of China. Her quest for the dagger will 
take her to Venice, Tibet, and the bottom of 
the ocean to explore a sunken ship. But she’s 
not the only one who wants the dagger; 
she’s got to compete with two other parties 
for her prize. Tomb Raider Il now has a more 
refined graphics engine, with dynamic light- 
ing which allows for new environments and 
tools. Lara now has a few new looks and 
nifty weapons as well, including a skin tight 
wet suit, a leather bomber jacket, an M-16, 
and a harpoon for underwater mayhem. This 
is the second demo for this game, and it 


OK boys, it doesn’t get much better than this... 


| wonder what if feels like to walk around with 
a shotgun pointed at your butt? 


gives you the chance to explore the Venice 
levels. You can even check out one of Lara’s 
hot new toys, the powerboat. But remember: 
watch out for traps, and move with caution. 


No, Lara will not give us a show on the pole 


The Darkside table sports a lovely three-eyed 
sand slug in the upper right 


Balls of Stee 


REQUIREMENTS 
Windows 95, Pentium, 16MB RAM 


GT Interactive * www.gtgames.com 
Technical Support: 716-871-6646 


alls of Steel is the latest pinball action 

title from GT Interactive. It’s got every- 

thing you'd expect from a real life pin- 
ball game, without having to blow handfuls 
of quarters. With five tables to choose from, 
realistic physics, the ability to change your 
view, and multiplayer action, Balls of Steel 
should keep any pinball wizard occupied. 
This demo version has one table to play, and 
allows you to post and compare your best 
scores at www.worldscores.com. 
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| CONQUER THE LARGEST 
GAME ENVIRONMENT EVER 


CONTROL THE UNIVERSE, THE SIZE OF THE 
GALAKY, THE HUMBER AND SIZE OF THE 
PLANETS, TERRAIN TYPES. LIFEFORMS 

AND WEATHER CONDITIONS 
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REQUIREMENTS 
Windows 95, 133MHz Pentium or higher, 
16MB RAM 


segasoft * www.segasoft.com 
Technical Support: 888-SEGASOFT 


Flesn Feast 
rita reds 

egasoft has taken an old concept, 

and thrown in a few interesting 

twists with their new title, Flesh Feast. 
There have been countless zombie slash 
fests in the past, at least on consoles, but 
few that require some actual thought by 
the player. Flesh Feast has a unique game- 
play system—you either control the 


Characters run ramp-ant 


actions of one character, or direct the levels and supports up to eight players in 
actions of four characters simultaneously. multiplayer mode. The full version also 
While this demo is single-player only, con- includes 50 weapons and is playable over 
taining one level, the full version has 14 the Internet via HEAT.net. 
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t's 1976, and the US is in the middle of an oil crisis. You’re Groove 
| Champion, an auto-vigilante. With Skeeter, Taurus, and Jade at 

your side, let your funky trip back to the days of afro hair and 
disco tunes begin. You drive heavily modified (and heavily armed) 
muscle cars in this action extravaganza. This demo includes two mis- 
sions, one from the Nitro Pack and one from the /nterstate ‘76 Gold 
Edition. Your first mission is a race to rescue Jade; her car is stuck and 
the voodoo riders are on their way. You've only got two minutes to 
beat them there. Your second mission it to destroy the old Bar-D 
with Taurus, and any Creepers you run into on the way. 


REQUIREMENTS 


Windows 95, 9OMHz Pentium or higher, 16MB RAM, 3D accelerator 
card 


Activision * www.activision.com Space Empires Ill can be quite complicated, but then again, who says 
Technical Support: 310-255-2050 that’s a bad thing... 


3 
ce Ennpires Ill 

> >a cS EATDCS 

pace Empires Ill is a space strategy game of epic proportions for 

Windows 95. You control everything in your empire as you try 

and conquer the galaxy, or just stay alive. Designing your ships 
to explore surrounding worlds is a major part of this game. With 
hundreds of different components available to customize a ship, the 
possible design variations are countless; you can even customize the 
graphics for your ships. Space Empires Ill can accommodate up to 10 


players at the same time, in a combination of either computer or 
human players. 


REQUIREMENTS 
Windows 95, 486 100Mhz, 8MB RAM 


Malfador Machinations * www.crl.com/~malfador 
Would ya believe it, | actually made this jump? Technical Support: N/A 
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Overseer 


Enter a Virtual Reality world where an unspeakable evil is destroying the elite team 
of scientists who created it—with only you to stand in its way. 


Sted 


~ MURPHY ¢ You interrogate up to 40 unique witnesses and suspects * You solve over 20 mini-mysteries on your way 
FX : ¢ Both DVD and CD versions inside the box to the final confrontation 
, AVC AAT ; tg = a 2 ; ; , ; 
ny VETSCT ¢ Featuring Dolby Digital™ (AC-3) 5.1 -channel ¢ You search for clues in over 31 virtual reality locations 


surround sound 


. S&EACCESS 


a F = i <s a ~ a Ses 
For information call 1-800-800-4880, or visit us on the web at www.AccessSoftware.com. And add some color to your life! ES «SOFTWARE INCORPORATED 


Yu will ask for a second chance: 
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You are in command of Zulu Company of the 1st 
Davion Guards. On the planet below, twelve MechWarriors® 
await your orders, each voice a reminder of what's at stake. 
Each decision you make, each parry and feint, bears 
consequence. You hesitate and the recruit you 
nurtured into an experienced MechWarrioris 
lost. His death is a stunning blow. The callsfor |. 
backup, the missile impacts, the ammo bay a... 2, |—- 
explosion, and the scream as the pilot ejects. 
EY loud and Clear. 
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6th annual conference brings together the 
military and commercial game companies 


o-hosted by the Air Force’s Air 
Command & Staff College (ACSC) and 
the College of Aerospace Doctrine, 
Research and Education (CADRE), the CON- 
NECTIONS conference’s stated goal is to 
“bring together leaders of military and pop- 
ular wargaming with subject matter experts 
in areas normally not modeled or not mod- 
eled well.” Held February 25-27 at Maxwell 
AFB, Alabama, it was the largest one yet, and 
featured representatives from across the mil- 
itary, Department of Defense, and various 
defense and commercial developers. 

While not intended as a computer game 
conference or exposition (indeed, on the 
commercial side representatives of the board 
wargame community seemed to out-number 
those on the computer side), we were able to 
learn about—and in some cases see—quite a 
few upcoming commercial computer games 
as well as some products developed by or for 
the military. 

TalonSoft was showing both the first add- 
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A Kharkov scenario from TalonSoft’s The Operational Art of War 


on CD for East Front (due at the end of 
March) and a beta version of Norm Koger’s 
The Operational Art of War: Volume I (due 
end of May). While not shown, Tribal Rage 
is still on schedule for a late April release, 
and Gary Grigsby’s first game for TalonSoft, 
Battle of Britain, should be out by the Fall 
(as should the next Campaign series game, 
West Front). Other titles in the works (but 
not due, probably, until 99) include two 
more Grigsby titles (one covering USAAF 
operations), two new real-time campaign- 
level games (one Civil War, one Napoleonic), 
the second Operational Art of War game, 
and ‘Nam, which will feature a new engine 
running at a very tactical level. Age of 
Ironclads and Age of Oars have been post- 
poned until TalonSoft can develop a new 32- 
bit 3D engine. 

SSI showed a _ technology demo of 
Harpoon4—it was only intended as a demon- 
stration of the 3D view windows, similar to 
those in F-22: Air Dominance Fighter's AWACS 
mode. They 
also showed 
the first flyable 
alpha of Su-27 
2.0 seen in the 
U.S. (not the 
AVI video 
they've shown 
to date), and a 
beta of their 3D 
Battlewagons 
game, the spiri- 
tual follow-on 
to the Great 
Naval Battles 
series that 
places you in 
the role of a 
division com- 
ina nu <r 
(instead of an 
individual 


Fora daily dose of the 
Aepenilisu pias 

and rumors, be sure to 
stop by Our web site at 
WWW.camag.com 
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The military gets connected 


ship’s captain). While they weren’t showing 
anything, CGS+ also learned that SSI is working 
on a WW II flight sim that will let gamers play 
the war (perhaps as far back as the Spanish 
Civil War) from a Luftwaffe perspective. The 
title is being developed by Eagle Interactive 
(developers of Sabre Ace for Virgin Interactive); 
our source tells us that SSI won’t be placing the 
realism constraints on Eagle that were placed 
on them for Sabre Ace. 

Several representatives from Electronic 
Arts, primarily in the form of Jane’s Combat 
Simulations employees, attended the con- 
ference. While they didn’t show anything 
new, they did announce three products: two 
flight simulators, one set in WW II and 
another called called JAF (covering the 
Israeli Air Force). They also showed 
Battlegroup, a follow-on to their 688() 
title. JAF, being developed in Israel (appar- 
ently with the cooperation of the Israeli Air 
Force), covers the range of Israeli aircraft 
(perhaps through history). More than just a 
Straight sim, it will include tactical and 
strategic elements, and it is based on a com- 
pletely new engine that will be more 
detailed than that in Fighters Anthology. 

First unveiled in an interview with Paul 
Grace on the Combatsim web site 
(www.combatsim.com), Battlegroup is the 
next title being done for Jane’s by Sonalysts. 
While the Sonalysts reps at the conference 
weren’t talking, we did learn from other 
Jane’s sources that Battlegroup will be 
wider in scope than 688—instead of cover- 
ing a single vessel, it will, as implied by the 
name, cover larger fleet actions. Even 
though not a sims or wargames, EA did talk 
about their Strike series of action games; 
while they shared no details on plot or set- 
ting, they did say that the next Strike game 
will include multiplayer. 

We also learned that the tank sim 
Spearhead |CGS+ 87] has found a U.S. pub- 
lisher in the form of Interactive Magic. The 


North American release of will include a sce- 
nario editor within the package, and some 
fears about arcade-like tendencies in the 
game were lessened when MAK (with 
Zombie, developers of the game) representa- 
tives told us that missions aren’t necessarily 
time-limited. 

NovaLogic representatives wouldn’t com- 
ment about a new tank game they have in 
development, although given the treatment 
F-22 Lightning II got (in the form of F-22 
Raptor), it wouldn’t be surprising to see sim- 
ilar reworkings. Also unconfirmed is an 
infantry-level game, complete with modifi- 
able terrain (shellholes, etc.). One 
NovaLogic source did tell us that the air- 
space of their Novaworld online arena, cur- 
rently populated only by F-22s from Raptor, 
should see some other birds flying through it 
this Fall. 
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The map-view (no interface is shown) from 
Decisive Action—commercial game developers 
take note! (The diamond-shaped red-force 
counters aren’t mistakes, but represent the 
newest military symbology.) 


Erudite, the developers of the Great 
Battles series for Interactive Magic, is work- 
ing on a real-time modern wargame, but 
further details weren’t available. HPS was 
showing Aide de Camp II and talking about 
their current development project, Point of 
Attack 2, a modern wargame that will have 
a huge weapons database. 

Commercial games weren’t the only 
things shown or talked about at the confer- 
ence. Game night centered around two 
turns of ACES (the Air Force Command 
Exercise System), a large wargame used by 
the Air Force Wargame Institute. Also 
receiving quite a bit of attention was 
Decisive Action, a wargame by Lieutenant 
Colonel James Lunsford of the Army’s 
Command & General Staff College. 
Somewhat akin to an operational-scale 
TacOps, the game (which he developed by 
himself, largely on his own time, in just 
eight months) got many positive comments 
and even caught the attention of several 
commercial publishers. —Scott Udell 


Road to Moscow 


FIRST PREVIEWED OVER A YEAR AGO 
[CGS+ 76], Road to Moscow has appeared to 
be one of those games that had drifted off 
into the never-never land known as vapor- 
ware after a split between the then-publisher 
Arsenal and the developer Battlefield Design 
Group. Rumors persisted that BDG was look- 
ing for a publisher, and this February 
Interactive Magic announced that they had 
acquired the product and were planning on a 
late Summer release. I-Magic sent us a build 
of the game (labeled a “pre-alpha”), and we 
thought we’d bring you this quick update. 

There do not appear to be many sub- 
stantive changes in the design since our 
preview. The map graphics are as good as 
the early screenshots implied; this could be 
the best looking wargame of this type ever. 
The style of gameplay is quite different 
from that of other wargames, something 
that I-Magic will need to handle very, very 
carefully lest they lose gamers. The inter- 
face in our build is largely, but not com- 
pletely, functional, so while we could set up 
operations and kick them off we couldn’t 
easily set unit paths or frontages—some- 
thing that will be an important part of the 
gameplay in the final version. 

It’s far too early to say how the AI per- 
forms (especially when at this stage it’s even 


Army Men 


WE LAST LOOKED AT 3D0’S ACTION 
game Army Men way back in January of 
1997 [CGS+ 74]. Originally planned for a 
summer release, it was held back in order 
to revamp the gameplay. Army Men puts 
you in charge of Sarge, the leader of a 
group of those plastic toys from your 
youth. The original design had you direct- 
ing the battle by moving troops around in 
a command vehicle, but now you control 
him directly. 

While it may resemble a real-time strategy 
game visually, Army Men is an action game 
with a few minor strategic elements (you can 
call in air strikes or reconnaissance). On 
most missions, you’ll command additional 
army men by giving them simple commands: 
follow, attack or defend. 

The game will ship with three linear cam- 
paigns for a total of 28 missions. There are 
12 maps (plus 9-10 more for multiplayer), 
and in some instances, there will be 2-3 mis- 
sions on the same map; in those cases, 
weapons and troops carryover from mis- 
sion-to-mission. Once you blast through the 
campaigns, you can try the 2-4 player mul- 
tiplayer variant. It will support Internet and 
LAN play, and 3DO plans to ship a custom 


whe ii" “ =. 
At the start of the Road to Stalingrad 
scenario 
hard for a human to perform), but the 
designers are taking an interesting “data- 
base” approach to the AI engine, an 
approach that is carried throughout the 
game’s design. Instead of a “spreadsheet” 
model, wherein everything in the battle is 
recalculated each time whether it needs to 
be or not, this database method focuses the 
computer’s efforts on just what's actually 
going on at the time of the calculation. It is 
this approach, according to I-Magic’s Steve 
Wartofsky, that will let the game model the 
Russian front down to the company level 
without bogging down current computing 
hardware (something that was rumored to 
be a problem with the game last year). 
~—Scott Udell 


Road to Moscow »* Interactive Magic ¢ 
Windows 95 


All vehicles are wonderfully fake looking 


lobby program to simplify setup. The stan- 
dard game types will be supported—capture 
the flag, king of the hill and deathmatch. 

A lot of the appeal of the game will likely 
be due to the visuals. Numerous graphic 
touches abound, including troops that melt 
when ignited and vehicles that flip over to 
expose their wire axles and plastic tires. 
When you switch weapons, Sarge switches 
from one classic figure to another. There’s 
that bazooka guy, the flamethrower guy, 
mortar guy and so on. All are lovingly ren- 
dered to look as plastic-y as possible. 

A simple game for plastic people, Army 
Men is scheduled for release in April. 
—Steve Bauman 

Army Men * 3D0O * Windows 95 
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"We were left with our 


jaws on the ground.” 
COMPUTER & NET PLAYER 


“The most lavish graphics ever 


to hit your Direct 3D card.” 
BOOT 
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www.acclaim.net 


Final version of Forsaken does not require 3D hardware acceleration 


FORSAKEN TM & © 1997 Acclaim Entertainment, Inc. ACCLAIM is’a registered trademark of Acclaim Entertainment, inc. All Rights Reserved. 
All other logos are the property of their respective parties. 
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Gothica 


A statue with your name on it 


WITH THE GENERAL 
§ dearth of roleplaying titles over the 
last several years, it's always good to 
see a new face throwing its helm into the 
ring. Tinman Studios is developing Gothica, a 
real-time single and multiplayer 3D RPG with 
a three-quarter top-down perspective (can 
you say Diablo?) and widely variable camera 
angles. At this writing, Tinman is still in the 
market for a publisher, and is currently in 
contact with most of “the big boys” to that 
end. “We're taking our time with this,” says 
Technical Director and Vice President Mark 
Lewis. “We want to be sure that we find just 
the right fit.” 

In a fairy tale environment, inspired by 
the brothers Grimm, you will have a home 
base—your castle, keep or hovel—where 
you will be able to store your equipment 
and treasures, returning when you need to 


re-equip, or don your fine holi- 
day garb. 

Single-player mode is being 
developed first, with multiplayer 
building off the concepts therein. In 
single player, there will be just one 
character, with multiple NPC’s and 
possibly a familiar/pet. There are 
multi-pathed quests, all of high 
import, rather than the usual 
Defeat-the-One-Evil-Nemesis 
approach to RPG __— design. 
Multiplayer will have a similar quest 
structure, but reputation will come 
more into play, as you try to spread good (or 
evil) throughout the land. Statues will be 
erected in your honor, based upon your 
deeds, and other players will need to do even 
better deeds in order to have the statue be in 
their honor. There can be Only One (per town). 


— Eidos put Flying Nightmares 2 on hold after the game's designer 
and BE roducer Bryan Walker, left the company. The Flying Nightmares 2 team was transferred 


tot he Confirmed Kill project... 


— Derek Smart, designer and lead develop- 


Looking down on a fire spell in the making 


Unlike other RPGs in which you choose a 
character type, Gothica’s characters are ini- 
tially generic, and development of skills 
and attributes is determined by behavior 
as you play. 

We'll keep you posted when Tinman finds 
the right wizard to give it a heart. -Cindy Yans 

Gothica * Tinman Studios « 

Windows 95 


er of Battlecruiser: 3000AD, has made the v1.01D7c version of the game available for free. Smart, in a lengthy letter, said the reason he is mak- 
ing the latest version of the game available for free is because he wants gamers to see the 


Fallout 2 


final product. It can be downloaded at www.3000ad.com... 


— ION 


Storm has licensed the Unreal engine for use in designer Warren Spector's upcoming 3D 


Interplay works on the sequel to the sequel to Wasteland 


THIS TIME AROUND, 
fF Interplay is going to do an official 
sequel to one of its post-apocalyptic 
role-playing games. Black Isle Studios, 
Interplay’s internal RPG division, is working 
on Fallout 2, the follow-up to last year’s criti- 
cally acclaimed Fallout (itself the unofficial 
sequel to the RPG classic, Wasteland). 

More than 50 years have passed since the 
events of Fallout, and the descendants of 
Vault-13 have settled down in a relatively 
primitive existence in the outside world. 
Players will control a direct descendent of the 
original character in quest to find the now-lost 


A bridge over ancient artwork 
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Vault 13 and recover the holy GECK (the 
Garden of Eden Construction Kit, which 
sounds suspiciously like it came from the 
Rimmerworld episode of Red Dwarf). The 
story will take players to the area north of 
the original Fallout, and they'll be able to 
roam about the wastelands of Northern 
California, Nevada, and Oregon. 

An evolutionary sequel, Fallout 2 will 
retain much of the graphical look of the 
original. It will also keep the SPECIAL role- 
playing system for the most part, accord- 
ing to Interplay’s Feargus Urquhart. The 
sequel will be approximately 50-percent 
larger than the original, to 
address complaints that 
Fallout was too short a game. 
Interplay will also give players 
more control over NPC's so they 
won't shoot the player in the back, 
a perennial problem in Fallout. On 
top of that, Interplay plans on elim- 
inating the overriding time limit 
that existed in Fallout, but may 
implement smaller time limits 
throughout the game. 

The hunt for Vault-13 is sched- 
uled to come out in October.— 
Jason Ocampo 

Fallout 2 - 
Windows 95 
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Now that’s a big head 


Monster Truck Madness 2 


More tastefully restrained racing action 


WITH THE ORIGINAL 

Monster Truck Madness already flying 

the flag for tasteful, cerebral enter- 
tainment, leave it to the folks at Microsoft 
to take this style of game to the next level. 


Monster Truck Madness 2: Bigfoot, Hollywood Hogan. 


Hollywood Hogan, Bigfoot 


In addition to the five updated monster 
trucks, they've now added four new ones 
based on those paragons of good taste, 
professional wrestlers. 

Other added features include 10 new 
tracks (the originals will also be 
usable with the sequel), new mul- 
tiplayer games, improved 3D 
accelerated visuals and support 
for force-feedback controllers. 
The game will add night driving 
and dynamic scenery like moving 
trains, oncoming traffic, and ris- 
ing rivers. 

A new addition to the Madness 
family is also on the way— 
Motocross Madness. While that’s 
only a working title, it’s clearly in 
the same genre. While it touts 
realistic bike and rider physics 
(each are modeled separately), 
that doesn’t take away from the 
pure riding enjoyment that, even 


role-playing espionage game, tentatively titled Shooter. It is scheduled for release in late 


1998... 


— DreamWorks Interactive announced it is working on a 


in pre-alpha, this title already offers. 

In the final game, you'll be able to run 
supercross stadium races or perform in stunt 
events. The game will ship with a track editor 
and will support 3D cards (the visuals do 
actually look as good as the screenshots) and 
Internet play. 

Monster Truck Madness 2 and Motocross 
Madness are scheduled for a Spring and Fall 
release, respectively. 

Monster Truck Madness 2 « Motocross 
Madness « Microsoft * Windows 95, 98, NT 4.0 


Motocross Madness: This is going to hurt... 


real-time strategy game based on the upcoming movie Small Soldiers (which is being done 
by DreamWorks Pictures and Universal Pictures). Meanwhile, principal photography on the Wing Commander movie has begun. The $27 mil- 


Jr., Matthew Lillard, Saffron Burrows, Jurgen Prochnow, and Malcolm McDowell. And finally, GT 
Interactive and 3D Realms have teamed up with Threshold Entertainment to expand the Duke 


lion movie is being directed by Wing Commander-creator Chris Roberts and will star Freddi Prinz 


Aerial adversaries stalk their prey... and each other 


APACHE HAVOC MOD- 

ELS what are two of the most lethal 

attack helicopters in the world, the 

U.S. AH-64D Apache Longbow and the 
Russian MiL-28N Havoc-B. Players will fly 
either helicopter in one of four combat 
zones (not yet chosen, although two will be 
land-based and two will involve littoral or 
amphibious operations; none will be 


desert). According to the Mark Havens, of 
the developer Razorback, “The combat 
zones are 256km square. It would take a 
helicopter an hour to fly across the map at 
top speed.” 


Me AMCs Hatin eas ee GV adbieaee (rhe 


A Havoc looking to create some 


The view from the pilot’s seat 


Razorback is putting extensive effort into 
the visual aspects of the game, both in rep- 
resenting terrain and the in-cockpit views. 
“Our terrain engine has been specifically 
designed for low level helicopter combat,” 
says Havens. “As well as just looking good 
[it] gives the player a real sense of speed at 
low altitudes and introduces ‘line of sight’ 
tactics into the gameplay.” The team has 
only modeled the pilot’s cockpit on both 
helicopters (the co-pilot/gunner positions 
may be added in the future). Says Havens, 
“Each helicopter has 90 fixed cockpit views 


and a detailed virtual cockpit. The mecha- 
nism works that you slew the virtual cockpit 
around and when you release the controls 
the nearest fixed view is selected.” 

When asked about realism concerns, 
Havens responded, “This is very subjective. 
Longbow 2 may have the most realistic 
radar but, in my opinion, other products 
score better in other areas. So how do you 
judge realism?” 

“We are striving to make Apache Havoc an 
authentic simulation of two adversary 
attack helicopters. We are aiming to make 
the product accessible to the novice player 
and challenging for the accomplished pilot. 
Throughout the development we have 
pushed ourselves to take things further than 
we have before. Ultimately players will have 
to judge for themselves.” 

Apache Havoc is trying something that 
hasn’t been done since NovaLogic’s 
Comanche vs. Werewolf; we'll be keeping an 
eye out for further information and bring it 
to you as the game progresses. —-Scott Udell 

For more from Mark Havens, see our inter- 
view on CG Online (www.cdmag.com) 

Apache Havoc « Empire Interactive - 
Windows 95 
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Industry Giant 


Magnate i in the machine 


WHILE THERE ARE A LOT 
~ of gamers who think that strategy 
games mean combat, there is another 
group that follows the phrase “business is 
war”; it is for this group that Interactive Magic 
is converting JoWood Productions’ Der 
Industrie Gigant from German to English. 
Released last year in Germany, |I-Magic has 
decided to pick up the title for North 
American publication due, in part, to the lack 
of such games in recent years. 

The goal of the game is to, by the year 
2060, collect enough votes from members of 
the board of directors to get yourself named 
chair of the board; you do this by taking your 
tiny company and some seed money and 
building a huge business empire. It’s divided 
into three sections: producing products, sell- 
ing those products, and, most especially, 
managing all the transportation assets that 
tie the first two activities together. You've got 
to buy buildings for manufacturing and retail 
activities, decide on a product line, advertise, 
control sales, and even influence public opin- 
ion by donating “entertainment complex- 


iOelerizig 


INDUSTRY. 
fsmas 


The game sports a career mode through which 
you'll gain votes on the board of directors 


es”—facilities that just happen to make your 
targeted cities look more popular to people 
who will also come shopping at your stores. 
While the business simulation portion has 
some detail to it, it’s the transportation part 
of the game that will occupy the largest 
chunk of your time. The original German 
game shipped with just rail-based trans- 
portation, but this version will include airlines 
and water-borne shipping. You'll purchase 


Nukem game franchise into film, television, and other media forms.. 
»rse — Microsoft has picked up VR-1’s upcoming massively Euitiplayer space strategy 
game, UltraCorps. It will be added to the company’s growing stable of premium games on 


the Internet Gaming Zone... 


Panzer Elite 


right-of-ways, set up train platforms (to 
which raw materials will be delivered and 
from which your goods will be moved into 
your commercial sites), purchase vehicles, 
control train schedules, and more. 

Aside from localization and merging in the 
add-on CD, I-Magic says there will be no dif- 
ferences in the as-released German version 
and the one coming our way; because of this, 
Industry Giant should be ready for North 
American gamers by June. —Scott Udell 

Industry Giant « Interactive Magic ° 
Windows 95 
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The game includes some custom scenarios and 
an editor for build-your-own fans 


— European-based Blue Byte Software has announced the creation of a new software develop- 


ment company in Austin, Texas, called Murder of Crows. The first product under develop- 
ment is an online game titled Shadowpact. It is due out in the fourth quarter of 1998... 


— LucasArts announced that Justin Chin has resigned from the companyto 


Tank fans know the Ardennes had trees 


WHILE TANKERS PREFER 

™ wide open spaces like the Russian 
steppes or the deserts of North 
Africa and the Middle East, fans of WW II 
history know that such locales weren't the 
only ones to feature tank combat. The 
Germans surprised the Allies not once but 
twice by mounting attacks out of forested 
country considered impossible terrain for 
armored forces. To recreate these battles 
accurately (or any of a number of others 
occurring in Western Europe) a tank simu- 


Drivin’ along in my little tank ... 
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lator must have vegetation, and therein 
lies the problem—trees and bushes are 
tough to model because they place a 
huge demand on the CPU. 

Anyone who can fully or even partially 
model such vegetation without sacrificing 
gamespeed will have a big tread up in the 
tank game wars... and Psygnosis and devel- 
oper Wings Simulations GmbH (of Germany) 
believe they have it in their upcoming Panzer 
Elite. They say that Wings’ proprietary 3D 
engine will give forests with individual 
trees and bushes and towns with inde- 
pendent buildings (all having “various 
destruction levels”). The screenshots do 
demonstrate some of these features, 
albeit with a 2D look to many of the 
trees, something the early game appears 
to share with other sims but something 
that’s not as important as recreating the 
effect of the vegetation on combat. 

But technology is just a nice demo 
without gameplay, and it remains to be 
seen just what Panzer Elite will provide. 
At this point information is sketchy; all 
Psygnosis has said is that the game will 


have the standard mix of instant-action, pre- 
made individual scenarios, and campaigns, 
all played from either the U.S. or German 
perspective. Battles will be fought from late 
1942 through 1944 (sorry, no early blitzkrieg), 
and realism can be scaled for each scenario 
in a campaign. Psygnosis plans to have the 
game rumbling your way sometime this Fall. 
—Scott Udell 
Panzer Elite * Psygnosis * Windows 95 


Buildings have various levels of destruction 


Profitania 


More business wackiness from LavaMind 


me ONE OF THE GAMING 
industry's few remaining “little guys,” 
LavaMind is best known for their 
tongue-in-cheek business games 


Gazillioniare and Zapitalizm. The first game, 
set in space, has players managing a trade 
empire and emphasizes shipping goods to 
the proper markets, while the second title 
focuses on the commercial side of business in 
a fantastical island world. Profitania takes the 
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next obvious step and places gamers in the 
role of a manufacturer, charged with turning 
raw materials into the wacky products 
demanded by the public. 

Like all LavaMind games, Profitania is set in a 
strange but colorful universe, this time an 
underground world with such locales as the 
Grotto and Nacra’s Cavity and such characters 
as Alumpious Mhan. This non _ real-world 
approach to games is in direct—and acknowl- 
edged—contravention of the 
“gritty realism” approach most 
games take; LavaMind wants their 
games to appeal to the entire fam- 
ily (especially kids), not just the 
hardcore gamer (this approach 
also lets the company show off its 
unconventional artwork). 

Behind all this, however, are 
sims based on real-world busi- 
ness activities. While their first 
two games were fairly simple 
(and therefor quite approach- 
able), LavaMind says this will be 
their most complex title yet. The 
market from which you buy your 
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AFTER MANY YEARS OF 
wholesome civilian flight, Microsoft is 

finally allowing you to blow stuff up 
again. It started with the online simulation 
Fighter Ace, and continues with their upcom- 
ing World War Il combat simulator Spitfire. A 


Flying high over... er... some Flight Simulator terrain set 


Taking Flight Simulator into battle 


materials will operate in real- 
time, with price fluctuations 


first- or thied-pen 
a mythical prehis 


working title, they may hold an online con- 
test to name the game. 

Based on the current Flight Simulator 
engine, it will feature eight different aircraft: 
the Spitfire Mk | and IX, Hurricane Mk |, 
Messerchmitt Me-109 E and G, Focke Wulf 

FW-190 A8, P-47D Thunderbolt 
and the P-51D Mustang. 
Microsoft claims they will all have 
their own accurate flight models 
(who doesn’t). It will model three 
cities in detail—London, Paris 
and Berlin. 

The game will ship with two 
campaigns: The Battle of Britain 
and the Battle for Europe. These 
campaigns will not be dynamic; 
instead, they will use a branching 
structure with scripted missions. 

Aesthetically, the game looks 
like... Flight Simulator. The cock- 
pits are extremely detailed, and 

the terrain looks impressive but 
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Profitania puts you into the inatcetnd 
side of business 


that'll make life interesting. Once you've got- 
ten your materials you have to manage ware- 
house space and production... and your pro- 
duction should be of goods in demand, 
which means you have to balance supplies of 
materials with demands for final goods. 
Researching new products will be critical to 
continued success, and you've got to man- 
age your labor well too. Add in taxes, PR, 
accounting, and what LavaMind terms “spe- 
cial events” and you have a fairly complete 
simulation; whether it’s one that should fly 
off shelves or one that should never have 
made it out of R&D gamers will be able to 
determine later this year. —Scott Udell 
Profitania * LavaMind * Windows 


The cockpits are photo-realistic 


remains rather flat. It will support 3D cards, 
force-feedback, and work with all of Flight 
Simulator’s various add-ons and tools. This 
brings up the surreal possibility that you'll be 
able to fly your Mustang next to a Cessna 
over the Internet Gaming Zone. 

Spitfire will be strafing PCs throughout the 
world this fall. -Steve Bauman 

Spitfire * Microsoft * Windows 95, 98, 
NT 4.0 
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OR FINAL APPROACH] 


ORIGIN RETURNS ITS SPACE | 
TRADING SERIES TO ITS ROOTS 


ou've probably never heard of Frank Lucero, but Origin is trusting him to 
guide one of their premiere franchises through its third iteration (referred to 
in this story as Privateer 3, though the name will likely change). He and the 
Executive Producer Rod Nakamoto (who filled the same slot on Wing 
Commander Prophecy) left Sega and brought much of their team to Origin, 
where they merged with what was left of the Loose Cannon team responsible 
for the Crusader series. 

The team members started the Privateer project by helping out the Wing 

Commander Prophecy team finish that game. This allowed the programmers to 
become familiar with its 3D engine. 

On this day, however, Lucero seems troubled. He has a journalist in his 
office to see Privateer 3 and he hasn't had adequate time to prepare. He’s concerned 
about the status of his game—it features a lot of placeholder artwork (or “programmer 
art,” which is as terrifying as it sounds) and exists only in pieces. A lot of the design dis- 
cussed here is preliminary, and could change drastically by the time the game ships. And 
finally, this is a license and a genre that people have a great passion for, so expectations 
are likely to be sky-high. 


A BRIEF HISTORY OF PRIVATEER 


Or are they? In the original Privateer, you traveled from planet to planet, bought and sold 
goods, fought an occasional battle, and navigated your way through a main plot line. While 
there was a linear narrative, it felt like the galaxy was yours for the taking—all it took was 
some cash and a lot of firepower. It received plenty of acclaim from the public and the press. 

Privateer 2: The Darkening was a product that lacked focus. Originally designed as an 
Original game set in a new universe, Origin tacked on the Privateer name at some time in 
its development. Unfortunately, all it shared with the original game was its basic structure 
and gameplay. It wasn’t a true sequel (it didn’t even take place in the same game uni- 
verse), had numerous technical glitches, and moved more towards a Wing Commander- 
style “interactive movie” concept, losing some of the open-endedness that characterized 
the original game. Many fans, and critics, weren't happy. 

Privateer 3 returns to the Wing Commander universe, once again assuming its role as 
the more unstructured and less narrative-focused cousin to Wing Commander. There will 
be no full-motion video shot for the game—all plot-specific animated sequences will 
either utilize the game engine (for space scenes) or will be rendered. Regarding the video, 
or lack thereof, Lucero admits player feedback influenced their decision. “Most people 
didn’t think it was necessary. They felt we should concentrate on the gameplay.” 


UNDER THE INFLUENCE 


Privateer 3 designer Mark Vittek’s walls are lined with a motley assortment of products 
that either directly, or indirectly, serve as the inspiration or competition for this game. 
“We revisited a lot of games that had an open-ended design to see the thoughts behind 
them. One of the games | keep hearkening back to, and this will make Frank cringe, 
[which he proceeds to demonstrate] is the original Pirates.” 

“Cringe is a bad word,” Lucero clarifies, “because that’s a great game.” 

“It [Pirates] was much more about building up your character and open-ended [than 
most games], but there were many more storylines you could explore,” explains Vittek. 


BY STEVE BAUMAN 
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“And that, | think, is what we’re trying to accomplish here. Fans are 
going to be able to get more into the story because of the Kilrathi— 
they’re the best bad guys we have. We're bringing back the 
Klingons, so to speak.” 

Lucero admits that much of the design for Privateer 3 is taken from 
the original Origin-penned (but discarded) Privateer 2 design. “We're 
taking this to where Privateer should have been, focusing on the 
exploring aspect and being able to build up your ship. This gives it a 
feeling of role-playing. We’re concentrating on making the planets 
unique, so unlike Elite, where they're randomly generated, these are 
pre-defined but more individual.” 

As much as people say they want open-ended games, few compa- 
nies produce them. When asked why he thinks that is, Lucero hesitates. 
“It seems like whenever there’s a successful product that comes 
out, everyone tries to clone it, and this consumes a lot of develop- 
ment effort and energy in this industry. Some of the other proper- 

ties, which may be really good, tend to get put aside for a while.” 

“Besides,” he says, “it’s not easy to come up with a rich and 
detailed universe.” 


IT'S THE END OF THE UNIVERSE AS WE KNOW IT 


At this point, Lucero fires up an early version of the game. The menu 
system has placeholder artwork, but it’s functional. We're on a Kilrathi 
industrial world, with its militaristic and grungy look. Where Privateer 2 
had about 20 unique worlds to visit, Privateer 3 will have closer to 50, 
with more than 2000 total locations in the galaxy you can visit with 
your ship. Some of these will only become available as you upgrade 
your ship; others appear depending on your style of play. For example, 
a player with a reputation for piracy may somehow discover the secret 
pirate lair (as Vittek says, “They don’t really advertise”). 

Each location has its own unique aesthetic sense, economy, mis- 
sion generation system and characters you can interact with. Lucero 
explains the reason for this. “We want to make sure when you go to 
each location that you feel like you're there. If you're in an area of 
space that’s fairly well-protected and doing well, it’s going to be 
brighter. If you're in an area that’s run by pirates, it’s going to bleak 
and grungy.” 


THE PLOT THICKENS 


The team is guarding the plot of Privateer 3 as if it were the next Star 
Wars movie, and Lucero chooses his words as carefully as a President 
ducking a sex scandal. “There are several story threads running 
through the game, but there is only one central story, with a single 
ending.” Which thread you follow depends on your actions. If you 
align yourself with the Kilrathi Bloodhunters, you might be more 
likely to follow that thread of the story. However, the goal of the 
game will always be the same. 

The game takes place shortly after the events in Wing Commander 
Prophecy. The Midway project, where the Confederation sunk a ton 


RIGHT: This screenshot shows the size relationship between the 
capital ships and fighters 


BELOW: A rendered shot of a freighter and its protectors 
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of cash into an enormous warship, has been deemed a success and 
additional ships have been built. You start the game down on your 
luck. You ship has been damaged. The freighter you were escorting 
just got smoked by pirates. Broke, you’re stuck on New Damascus 
without anywhere to turn, so you take a shady mission in order to 
make some quick cash. This starts a sequence of events that forces 
you to deal with the Kilrathi 


LEARNING THE TRADE 


One of your main goals in the game is to make some easy cash, and 
our next stop, the commodities screen, is where you barter away 
your loot. The economy is dynamic and will reflect things going on 
in the game, so trading one item constantly will cause its price to 
fluctuate, and each planet will have its own unique economy. 

Origin is designing their universe to be self-sustaining. There are 
certain optimal trade routes where you'll usually find freighters run- 
ning goods—if you stumble on them, you can capture those ships 
and make a killing, at least for a while. The balance again comes in 
and you'll start seeing more and stronger escorts. But don’t lose 
sight of the bigger picture—you’re having an effect on the worlds 
the goods were intended for. 


ON A MISSION 


Next we hit the bar, where the various low-lifes of the universe gath- 
er to swap stories. Here you'll be able to pick up random missions 
based on your alignment. If you've been going around blowing up 
Confederation units, you may get missions from pirates or assassins, 
while a goody-two-shoes player may find merchants asking you to 
escort or transport goods for them. 

“You can join the pirates, but once you’re over on their side, peo- 
ple who were your friends—the Confederation, the merchants— 
suddenly won't like you any more,” Vittek says smiling. “But you can 
play the gray areas to your advantage.” 

There are two different kinds of missions, the ones generated ran- 
domly and the ones that are pre-scripted to occur at certain points 
of the game. These advance the story and are more elaborate in 
design. Overall, there will be 30-40 of these missions, and they'll only 
be triggered once the player has reached certain pre-determined 
points in the game—either a certain number of kills, a number of 
credits or based on the quality of your ship. 

Unlike other games, some missions will have the player attacking 
entire space stations in order to take them over. Re-supply ships will 
assist you on these attacks, saving you a trip to the nearest base to 
replenishing missiles and shields. 

“How likely is one fighter going to be able to take out a space sta- 
tion?” Lucero asks. In these cases, you'll have to engage with the 
support of groups of fighters, taking on both the station and any 
ships that it may have on-hand to throw at you. You'll have to divvy 


up the attack, where one person takes out the shield generator, 


another the turrets, another takes out the power, etc. : i 

At this point you're probably thinking, “That sounds like a great mul- py He Ni qo At rit NN 
tiplayer mission.” Well, you're right. It turns out that all of the non-plot- 
critical single-player missions are also being designed for multiplayer. 


A SINGLE-PLAYER MULTIPLAYER EXPERIENCE 


When the topic of multiplayer inevitably comes up, Lucero hesitates 
and squirms a bit, not wanting to get into any specifics. “Il guess I’m a 
little bit gun-shy after what happened with Prophecy. We don’t want 
to promise the customer that we'll give them everything and then 
fall short.” 

Of course it’s the marketing guy that spills the beans. “This is truly 
the first multiplayer Wing Commander product,” boasts Chris 
Plummer. “The Privateer concept is obviously the most conducive to 
multiplayer because all of these people can have their own interests 
and take on what they want. “ 

The plan for the game is to allow players to set up their own 
Privateer servers that will store the world-state and serve as the mis- 
sion generator. You'll be able to set all of the parameters for entry 
into the server, with things like wealth and ship limits. People will be 
able to use QuakeSpy-like software to find them on the Internet, and 
will be able to log in and out of the server at any time, send mes- 
sages to other players and post want-ads on the bulletin boards. 
Each server can support an unlimited number of individual accounts, 
but the number of simultaneous players a server can support will 
depend on the speed of the Internet connect and the hardware serv- 
ing the game. 

Where most games have a set number of single-player and multi- 
player missions or levels, the goal of Privateer 3 is to eliminate the 
distinction between the two. After listening to his colleagues give 
out all of the multiplayer secrets, Lucero finally gives in. “All missions 
are being designed so they can work with a player or an Al ship in 


wi 
any role.” This sort of integrated design isn’t new, even to Origin. An i, GUN . TACHYON CANNON 
example of a game with a completely integrated single- and multi- oo. 
player design is Jane’s Longbow 2, which was developed in the same 
building as Privateer. 

The bottom line, according to Lucero, is that they're too early in 
the process to make any sort of guarantees. “We haven't tackled the 
development issues yet. We've got to get our final flight model up A a 
and running, and then we have to do experiments to determine re P _. NEUTRON GUN 
whether or not it’s latency tolerant. If that model takes a lot of time, : 
it’s going to cut into what our overall goals for multiplayer really are.” 


INTO THE HANGAR technology in Privateer 3. 


At this point, we finally hop into the lauded Vision Engine, which “We're going to be doing actual physical objects like nebulas, 
debuted in Wing Commander Prophecy, for a look-see at the actual where you'll actually be inside them, as opposed to seeing them off 
in-game graphics. All ships will have a three-dimensional virtual in the distance, and they'll be full of fog and cool lightning effects. 
cockpit, and gamers with hats on their joysticks will be able to use All objects can have multiple light sources acting on them, and 
them to look around. Lucero gets animated when discussing the things like turrets, radar dishes, and even entire sections of a ship 
can be animated without a frame rate hit.” 

The graphic effects are more than eye candy. As an example, 
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LEFT: Designer Mark Vittek gets his own plug on the hangar of this 
space station 


BELOW: A rendered still from one of the movies 


mS) 


a 


COMPUTER GAMES 59 


Lucero flies next to a fighter. “One of the complaints of the previous 
Wing Commander and Privateer games is that you really couldn't tell 
what the person in front of you was doing.” To assist the player, 
they’re using thrust effects (color, length, transparency) to let you 
know immediately what type of engine pilots have and what speed 
they're flying at. 

Lucero makes a number of bold claims about the size of the 
gameworld objects, casually dismissing the “You Are Here” adver- 
tisements for Descent Freespace. “Our ships are bigger.” The 
increased size of the capital ships allows Origin to take the battle 
inside the belly of the beast, so to speak. On some missions, you'll 
actually be able to enter space stations or capital ships. When it was 
proposed how original and entertaining it could be if a battle took 
place inside a mother ship a/a the movie Independence Day, Lucero 
and Nakamoto just smiled and laughed. 

“There'll be things like turrets popping out of the walls as you fly 
through, lasers, missiles and Al ships following you.” With memories 
of the sluggish Wing Commander III land-based missions filling our 
heads, we asked how this affects the frame rate. Lucero claims that 
it's actually simpler to render the indoor locations. “When you're ren- 
dering space, you can have to account for more over a greater dis- 
tance. When you're inside, you don’t have to render anything behind 
the wall in front of you.” 

Ships will also show multiple levels of damage, from scarred tex- 
tures to smoke and fire to pieces that start to fly off. To illustrate this, 
one of the artists pulls up a model in Alias on a Silicon Graphics 
Workstation of one of the ships with its pre-configured break points, 
which they call nodes. Lucero points to the image. “You can blow 
turrets and sensor arrays off, the ship could crack into two pieces.” 

“You've seen some of the engine in Prophecy,” Lucero says, “but 
since Privateer 3 is fully hardware accelerated, we don’t have to 
worry about software rasterization.” While Origin’s upcoming Ultima: 
Ascension [page 76] is going all-out, system requirement-wise, 
Lucero’s office machine is the target for Privateer 3—a 166MHz 
Pentium with a 3D accelerator and 32MB of RAM. Lucero is a bit 
cagey about mentioning specific supported cards. “We're going to 
be supporting most of the popular cards. As of now, we’re not going 
to say which ones.” He did mention specific native support for the 
3Dfx Voodoo, and support for most others via Direct3D. 


REVERED BY MANY, PLAYED BY FEW, 
ELITE REMAINS THE ULTIMATE TARGET 


or many long-time gamers, especially 

those based in the UK, the definitive sci- 

ence-fiction game is Elite. Created by 

BF WiteR sie-lel-lab-lieMt-lamst-1| Bie) m dal-B ] 51 @ 

Micro in 1984, it was a remarkable 

achievement, serving as the blueprint for a 

number of future games, one of which was the 

original Privateer (its creator, Chris Roberts, also start- 
ed out writing games for the Micro). It eventually found its way 
to almost every game platform in the 1980s, includes the NES, 
C64, Amiga, Tatsung Einstein (er, you remember that one, right?), 
Apple lle and the PC (published by MicroProse in 1987). 

Possibly the most open-ended game ever created, Elite gave 

you a ship, a world and basically said, “Here you go—now 
make some money.” You flew from world to world, trading, 
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DON'T SKIP THOSE CUTSCENES 
Raise your hand if you skip through pre-rendered cutscenes, espe- 
cially the second or third time through. Standing up for 3D artists 
everywhere, Lucero wants you to watch. “We have these huge capi- 
tal ships—we invested so much time and resources into making 
them beautiful... we’ve created a tool that allows us to pull motion 
and lighting data from tools like Alias, 3D Studio Max and 
Lightwave, so they can work on the animation there and have it 
play back in the 3D engine.” 

Doing a number of the cut scenes in the engine has allowed 
them to show your own ship with its various add-on engines and 
weapons prominently displayed, and to create more branches in 
the main story thread. Lucero pulls up one of these animations and 
displays it on the monitor. “This was done four months ago to test 
the visual quality.” Later in the day, Lucero will pull up this exact 
model on an SGI workstation, and what's most impressive is how 
the two models are nearly identical. We’ve come a long way in the 
past couple of years. 

There will also be some pre-rendered animation sequences— 
planet fly-bys, for example, and plot-specific encounters with game- 
world denizens. “We originally wanted to use polygonal characters 
for all environments, but we couldn't get the dramatic depth to the 
characters we wanted.” 


THE BEGINNING OR THE END? 


Privateer 3, along with Wing Commander Prophecy, represents 
Origin’s return to a day when people focused on their games as 
opposed to their cast lists or production budgets. While Prophecy 
wasn't able to completely shun its cinematic pretensions, Privateer 3 
is back to assuming its role as the “hardcore game” that Wing 
Commander isn't perceived as being. 

There’s a sense at Origin that the Privateer license went astray with 
the last version, and they're betting this release will bring the fans of 
the series back into the fold. Does that add a lot of pressure on the 
team? You bet. Can they handle it? We'll see. @ 


Left View 


A screenshot from the 3Dfx 
version of Elite. Or maybe not 


Elite Plus filled in those _ 
vector-based polygons 


Relative to:Mertin 


First Encounters, in allits | 
texture-mapped glory 


TIC Le MT LeceL tare mel exele-lellave mel Tara it] of 
ad infinitum. The only objective in the game 
was to achieve the rank of Elite, and once 
there the game didn’t stop; rather, it pulled 
Tam tat-ige|r4—l ole lalahva-lavem <-)oimelel late pe-lile| 
re Cod lare pur: Jale mele) (ave Bam 
A sequel followed in 1993 called Frontier: Elite 2, 
and by that time Braben and Bell had a very public falling 
out, resulting in a lawsuit against Bell filed by Braben over com- 
ments in an interview. The final game of the series, Frontier: First 
Encounters, released in 1995, was noteworthy for being one of 
dat-MolUlefel(ti merlin mcr hitom com cari@ elelialemc-lenl cial iatem tat-Me) alas 
elcelUCoMal—aie.le(-miecm ele-ve(-la-tavelemal-lemetliaiy-[c-cep 
For more information about Elite, consult the alt.fan.elite FAQ at 
http://www.nottingham.ac.uk/~mzyg142/afefaq.html. 
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_.. Westwood is maintaining the look of the movie 
in new video sequences which use live actors 
composited over rendered backgrounds 
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eal time strategy games have been 


around quite a long time—at least 
as far back as Populous, and, 
depending on how you define the 


(Se Se sub-genre, even a whole lot further. 


But the current craze, and predominant style 
of RTS, was set by two games: Command & 
Conquer and Warcraft Ii. Now, it’s obvious 
from the title of Warcraft Il that there was a 
(less popular) precursor, but some may not 
realize that C&C also had a precursor in the 
form of the game Dune Il (yes, it too is a 
sequel, but neither in story nor gameplay; 
the first Dune game was an adventure). 
Many in the press talk of Clone & Conquer 
games or C&C clones, but Dune // fans like to 
point out that C&C was, in many ways, a 
clone of their favorite game. The game tech- 
nology of C&C and it’s follow-on Red Alert 
have, however, superseded that of Dune II. 
Both are now high-resolution Windows 95 
offerings with easy multiplayer options, 
while fans of Dune // are still playing in low- 
resolution VGA and going it solo. Those fans, 
however, have been quite vociferous, so 
Westwood is releasing Dune 2000. Not a 
sequel, it is instead primarily a reworking of 
the original game to give fans what they 
want and to introduce the title to players 
who passed it by back when RTS games 
weren't hot. It also lets Westwood get a 
game on the shelves while everyone's wait- 
ing for Command & Conquer 2. 


WHAT’S DUNE? 

For those who aren't familiar with it, Dune is 
the first book in a science fiction series by 
Frank Herbert. Regarded as one of the clas- 
sics of the genre, it is heavy in symbolism 
and rich in characters and settings. Arrakis, 
aka Dune, is a desert world that is the sole 
source of Spice, a compound without which 
faster-than-light travel would be impossible. 
As such, it becomes the focus of the dynastic 
struggles depicted in the books, struggles 
that form an excellent setting for a game. 

In Dune 2000, as in Dune Ii, you command 
one of three Houses: House Atreides, the 
nominal “good guys” of the books, House 
Harkonnen, and the Ordos, a group invented 
specifically for the games. Sitting above all 
the Houses is the Emperor; while you don’t 
directly play him, he and his forces are 
woven into both the game’s story line and 
some of its missions. You play out each 
House’s part of the story through a series of 
nine missions; while mostly linear, missions 
1-3 and six for each side had an alternate in 
the build we looked at, so if you play each 
campaign once you'll face 27 out of 39 pos- 
sible missions (note that this number may 
change; Westwood is talking about 45 possi- 


By Scott Udell 


ble missions). Westwood is saying that “all 
missions have been updated and 
redesigned”; while there may be similari- 
ties—in some cases strong similarities—the 
missions aren't direct ports; maps will be dif- 
ferent, enemy force mixes changed, and 
goals tweaked. Lewis Peterson, the game's 
producer, says that these alternate missions 
were not in the orginal game at all, so those 
will be completely new experiences. 

Unlike C&C but like Warcraft Il, the sides 
are largely identical in terms of structure and 
unit functions, at least until you get into 
later missions where some of the unique 
units emerge. The unit mix remains—with 
the exception of the addition of an 
Engineer—the same as that of the original 
game, and many of them will be familiar to 
players of C&C (in function if not in form). 

Anyone who's played Red Alert should 
jump into this game with little trouble at all 
as the interface has been made nearly iden- 
tical. This does not mean that Dune 2000 is 
just a hacked version of that game; Peterson 
says that the game’s got a new engine; the 
fact that it looks and feels similar is inten- 
tional—if you've got a good design, why not 
stick with it? While the idea of harvesting 
spice to finance your military exploits may 
sound a lot like C&C (for, indeed, it is), there 
are some subtle touches that fans of the 
genre who missed Dune // should enjoy. 
Giant sandworms are a threat to all the 
sides; make plenty of noise fighting and 
they'll come for a snack... and they're not 
picky who they eat (sorry—no sandworm 
riding). Because of the sandy nature of 


Arrakis, buildings need a foun- 
dation of concrete to be really 
solid; anything plopped onto 
bare sand will be weak and 
damage-prone. Various side 
groups—imperial forces, mer- 
cenaries, smugglers, and the mysterious 
Fremen—may put in appearances in differ- 
ent missions; you can’t play them as sides, 
but they'll be there to help or hinder you 
and to advance the story. 


BUT WHAT’S NEW? 

Fans of Dune /l are probably thinking at this 
point, “Okay, this is a great for people who 
haven't played the game—but what'll | find 
new?” Fans of the Dune universe (or, more 
specifically, the Dune movie) will be very 
happy with the new story material devel- 
oped for Dune 2000. There are new cut 
scenes and mission briefings all done up to 
recreate the look and feel of the movie. Six 
actors—including that leading man of com- 
puter game FMV, John Rhys-Davies—work- 
ing from a new script provide some 30 min- 
utes of video all together, more than C&C or 
Red Alert. 

As implied above, the game technology 
has been brought up-to-date: high-resolu- 
tion graphics in 16-bit color, special graphics 
effects using many of the current buzzwords 
(translucency, real-time lighting, particle sys- 
tem for explosions, etc.), the aforemen- 
tioned interface standardization, and (drum- 
roll please)... multiplayer. 

Indeed, fans’ demands for multiplayer in 
Dune II are probably the only reason Dune 


laying down concrete upon which you build your base’s buildings 


” Dune 2000 continues the importance of 
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“Mr. Sandworm, give me a dream...” of my enemies 
disappearing down your gullet 


Can you penetrate into the depths of an enemy base to 
take out that vital building? 
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2000 is being done. Westwood looked at the old Dune code and . 
finally decided there was no easy way to make the old game multi 
player, especially over the Internet, so they've developed Dune 2000 
from the sand up with multiplayer in mind. Currently they plan on 
eight players via LAN and, for now, two players over the Internet, 
and will have support for Westwood Chat and, eventually, automat- 
ed competition ladders. The multiplayer was not yet working in the 
version we saw, and Westwood isn't sure how many multiplayer 
maps they'll have by the game’s release, but with the experience of 
C&C and Red Alert behind them, and with multiplayer the game's rai- 
son détre, it would be surprising indeed if the multiplayer aspects 
aren't strong. 
Westwood isn’t calling Dune 2000 a sequel, and they don’t want to 
give gamers the impression that this is a whole new game; as such, 
they'll be pricing it in the neighborhood of $30. For fans of Dune I! it 
may well be worth it just to get multiplayer and/or new Dune-related 
__ video; for fans of real-time strategy games (especially those who 
“enjoy the Westwood flavored games) who missed the game the first 
time around, the low price may be just the enticement needed in 
this time of near-saturation of the RTS game market. 
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Icecaps add some variety to the terrain 
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THE GRANDSON’S SOCIETAL DEBUT 
IS JUST AROUND THE CORNER 


Anything on that bridge is toast now; good thing for the GDI player 
that most of this part of the force is hover tanks that can get back out 
of Nod territory if they have to 
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f Dune Il is the patriarch of the Westwood real-time strategy fami- 
ly, then the upcoming Tiberian Sun is the first of third generation. 

mi. As such, gamers’ expectations are high—“What is this new game 
like?” they ask. The paparazzi have been frustrated by Westwood 
security; the new member of the family has been closely sheltered 
during it’s “early years,” and nothing but rumors have been available 
until now. As of this writing Westwood hasn't even had the official 
“coming out” party for the new generation (although it’s likely that 
this will have occurred by the time you read this), but they were will- 
ing to share a tiny bit about the new game along with a few snap- 
shots of the youngster. 

Tiberian Sun will continue the story line of C&C (aka Tiberian Dawn), 
with GDI and the Brotherhood of Nod still fighting for “world 
supremacy” (sorry—can’'t get more detailed than that, but let’s just ore : : : 
say that that’s only part of the story). As you can see from the screen- New lighting effects let the designers take gameplay into the night 
shots, the battlefield’s been tilted from a direct overhead to an iso- 
metric perspective, something that lets the team bring out terrain 
relief better. The new engine allows for alterable terrain, thereby giv- 
ing gamers things like persistent craters, freezing waterways, and tun- 
neling units. New graphics effects (new to the series at least) will allow 
for night missions, and physics modeling will be apparent in vehicle 
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inertia, gravity effects, and more. There aren't yet many details on the i 
unit mix beyond mentions of “dozens of new units featuring tech- - j 
nologies not yet seen in the Command & Conquer Universe.” ; 
Westwood has said that some units (they’re calling them “smart 4 
units”) will gain experience, improving their speed and power along : 4 
the way, and that such units may persist across missions. 4 t 
Currently planned for a Fall release, expect to learn quite a bit more = | 
about the new gaming socialite in the coming months. —Scott Udell cage FF : 
Meanwhile, back at base everything seems quiet... or is it? 
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YOU MAY AS WELL MAKE SOME ENEMIES. 


THE ISLE OF FOUR WINDS 


COME BATTLE US. powntoap A FREE DEMO or BUY THE ISLE OF FOUR WINDS RUNE WAR at www.arcanium.com 
It’s a territorial conquest game you can’t get in stores. Cast spells. Summon creatures for your army. Battle for control of the Isle of 
Four Winds. Use Mahjong skills to acquire territories. Sound cooool? Check us out on the Net or call us/order at 416.492.1631. 
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Battlezone 


Protozoa 


68 


Castle Wolfenstein Ultima Underworld 


Dinosaurs 


TE EY 


4 


he evolution of 3D action games is a catalog of spectacles. It’s 

a twenty year long fireworks show, each burst more amazing 

than the last, each “ooh” and “ahh” building exponentially, a 
never-ending crescendo with no signs of stopping or even slowing 
anytime soon. To get an idea of how far we've come, compare Atari's 
original Battlezone with the screenshots from Forsaken on page CD1. 
See the relationship? We don’t either, but it’s there, just as there’s a 
relationship between a single-celled protozoa and Homo Sapiens. 

Battlezone was probably the first 3D game (we're talking electronic 
games, of course; a deck of cards, after all, has height, width, and depth, 
50 Go Fish is technically a 3D game). It was developed by Atari as a 
stand-up arcade game, with a plastic eyepiece where you pressed your 
head to peer in at the screen. The entire game was drawn with vector 
graphics, which essentially used “magnets” to move points around the 
screen connected by lines. Keeping track of individual points was much 
faster than actually drawing the lines, allowing the CPU to just connect 
the dots. Battlezone’s graphics were only a single color, but the top of 
the screen was masked by red cellophane to color the radar display. In 
order to keep players from hogging the machine by just exploring and 
avoiding combat, the developers had to program a missile that would 
chase down anyone who wandered too far from combat; they had to 
keep those quarters coming in. 

In addition to being a widely-forgotten pioneer, Battlezone has been 
the subject of some urban legends. One such legend, which is actually 
true, is that the government commissioned Atari to develop a special 
version for military training. The same thing would happen to Doom 
almost fifteen years later. An untrue urban legend grew up around 
secret areas in Battlezone. Rumors circulated about being able to drive 
into the volcano’s crater where you could explore a hidden castle. This 
was probably started by the same guys who claim to have nude codes 
for Tomb Raider. 
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Good primitive fun—id cuts their teeth on Wolfenstein 3-D 
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Looking Glass creates complex levels in Ultima Underworld 


Without any revolutionary graphics work, not much development 
took place in 3D gaming over the next decade. Early flight sims used 
the same vector graphics, as did the classic space simulator, Elite. 
But it wasn’t until 1992 that the genre reached the next step. A 
group called id, who had been writing side-scrolling platform games 
for Apogee’s shareware lineup, created a sequel to the Apple Il’s 
Castle Wolfenstein. This sequel, called Wolfenstein 3-D, has set the 
tone for gameplay in nearly every 3D action game to date. With sup- 
port for 320x200 resolution at 256-bit color depth, it took up 2.5 
megabytes of hard drive space. There was no texture mapping on 
the floors and ceilings and all surfaces were at a 90 degree angle to 
each other and at least eight feet thick. The weapons differed only in 
firing rates, doing the same amount of damage per round and using 
the same ammo. But the use of sprites to render enemies, complete 
with spoken sound effects (“Mein Leiben!” the dying Nazis cried: “My 
life!”), created an unparalleled immersive experience. Apogee had a 
hit on their hands and the shareware model of software distribution 
finally came into its own with this title. Who could play the first level 
without wanting more once they reached the end? 

Then an odd thing happened. Over a year before the arrival of 
Doom, Looking Glass created Ultima Underworld, which accom- 
plished many of the things Doom would be remembered for: fully 
textured environments, variable lighting effects, variations in eleva- 
tion, distinctive weapon effects, and complex level design. 
Furthermore, Ultima Underworld featured the depth of gameplay 
that action fans would be clamoring for five years later. But since it 
was marketed as a role-playing game only through traditional retail 
channels, it remained a niche product; it didn’t achieve the recogni- 
tion and popularity of id’s work. It was a sadly overlooked chapter in 
the history of 3D games. 


on 


Doom emerged in December of 1993. No one can dispute that this is when 3D 
gaming really arrived on the scene. “It made that first big leap from which 
every other game has simply walked. After playing Doom, the world wasn't the 
same,” says Legend’s Glen Dahlgren. Building on Wolfenstein 3D’s technology, 
Doom wasn't just a technological innovation. It was a genuinely scary game, 
built on sound, lighting, gore, and suspense. Nearly every developer says 
Doom was the single most significant 3D game in the history of the genre. 
“Anyone who says anything else is drunk,” quips Bethesda’s Todd Howard. 

Doom pioneered multiplayer gaming, too, bringing terms like “frag” and 
“deathmatch” into the vernacular. In dismissing criticisms of Doom’s violence 
and dark themes, id’s American McGee says, “Look at all the benefits, all the 
people out there who have jobs, industries that have sprung up, multiple 
companies have grown around the technology. A lot of good stuff has hap- 
pened because of Doom and Quake." 

A year after Doom, Looking Glass tried again, this time garnering some 
much-deserved recognition. System Shock remains one of the best 3D action 
games ever, being one of the first to thoroughly intertwine a story into the 
gameplay. It could be played in high resolution, processor-choking SVGA 
graphics and it had a bona fide physics model that took into account gravity 
and recoil. However, it still didn’t enjoy the broad and visceral appeal of 
Doom’s accessible gameplay. 

Two months after System Shock’s release, Parallax’s Descent burst onto the 
scene, pushing 3D gaming into six degrees of dizzying freedom. Descent was 
set in zero-gravity tunnels, where up and down were relative terms, where you 
always had the freedom to move right, left, up, down, forwards, and back- 
wards (the six degrees of freedom). 

LucasArts’ Dark Forces was based on the Star Wars universe. It was the first 
popular instance of a 3D title where the gameplay, storyline, and puzzles were 
all drawn together by an internal logic familiar to gamers everywhere. “Since 
everyone's seen the movies, these environments are embedded in the play- 
ers’ psyche,” says LucasArts’ Justin Chin. 


Duke Nukem 3D opened 1996 with a tongue-in-cheek bang, bringing 3D 
Realms’ now-notorious coarse humor and detailed environments to the 
genre. Players enjoyed pop references to movies, songs, O.J. Simpson, and 
even Doom, as well as the distinctive personality of Duke himself, brought 
out through the types of one-liners we've come to expect in our action 
movies. In fact, many of the Duke’s references have come to be credited with 
the game; anyone who thinks “Hail to the king, baby,” “Come get some,” and 
“Groovy” are original Duke Nukem lines needs to rent Sam Raimi’s Evil Dead 
movies. But the subtle and immersive gimmicks like dancing strippers, balls 
rolling on a pool table, and working Karaoke bars were completely original 
to Duke Nukem 3D. 

For their next trick, id released Quake in June, completely replacing sprites 
with texture mapped 3D models (although sprites were still used for the sky 
and for explosions). Quake also standardized Internet play and firmly estab- 
lished id’s policy of open architecture, letting players peek under the hood 
and tinker around. “Coders are breaking barriers all the time in this industry,” 
says Crack dot Com’s Dave Taylor, a former id employee, “| think what really 
made the difference was John Carmack’s philosophy of openness which led 
him to tell everyone how he did it.” 

This openness has not only extended the hard drive life of id’s games, allow- 
ing for new levels and gameplay modifications, but it’s been single-handedly 
responsible for an influx of new talent into the industry. Many of the develop- 
ers working on new 3D games got their start posting their own levels to the 
Internet, where they got the attention of the developers who eventually 
recruited them. 

But because Quake was so focused on technology to the exclusion of game- 
play, it perhaps started a backlash, the fruits of which we're now enjoying. As 
Monolith’s Jay Wilson, the designer of Blood 2, notes, “Most developers are 
very focused on making great single player games, which wasn’t the case a 
few years back. | think this is a significant direction for the genre and shows 
that it’s maturing.” Now that everyone has the technology to make a smooth 
and playable game, there’s a premium on clever and innovative applications 
of the technology. 
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icrosoft claims that the first Age of Empires was the 
best-selling strategy game in 1997, and there’s little 
evidence to dispute that claim. Not surprisingly, devel- 
oper Ensemble Studios is already hard at work on Age 
of Empires II, which is scheduled for release in the Fall of 1998. 

The real-time strategy game find itself transported into a new 
era, the Middle Ages, basically 450AD to 1450AD. The player will get 
to advance through the Middle, Dark, Feudal, Castle and 
Gunpowder Ages. Ensemble is currently planning on having 13 dis- 
tinct cultures, including the Teutonic, Japanese, Byzantine, Viking, 
Mongol and Celt civilizations. As with the original game, each will 
have unique attributes, buildings and a different version of the 
technology tree. New to Age of Empires Il is a single combat unit 
unique to each civilization; for example, Japanese Samurai, 

Frankish Crusaders and English Longbowmen. 

“We're trying to expand the non-combat aspects of Age of 
Empires II" says Ensemble’s Bruce Shelley. “I think there’re a lot of 
people out there who are not as interested in deathmatches— 
they like some of the other aspects of this game.” 

With that in mind, Ensemble is beef- 
ing up the trade and diplomacy. 
They're making clear distinctions 
between military and economic 
alliances, which in theory will allow 
you to be at peace, militarily, but at 
war economically via trade embargoes. 

The economic system is being over- 
hauled. A new resource-ore-has been 
added, and gold will only be available 
by trading with other civilizations. The 
increase in trade will force you to send 
guards with your caravans that move to 
and from trade workshops in other civi- 
lizations. Ensemble is also adding off-map trade, whereby players will 
send ships off the map to exotic locations to get extra gold. Farms 
have a new look, and farmers now work on areas as opposed to indi- 
vidual plots. There’s no finite building they construct, and units are 
free to move through the farmland. 

Once in combat, you'll also notice some changes. One controversial 
aspect of the original game was its pathfinding and individual unit Al. 
Shelley says all three components of their Al—pathing, unit and 
strategic—are being overhauled. New unit controls include Guard, 
Patrol and Follow commands, and you'll be able to set the aggression 
level for each unit. They’re also adding formations and unit facing, 
allowing proper flanking maneuvers. You'll also be able to station 
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Castle sieges will play a major role in the game 


units in buildings to help defend them. On the game- 
play front, production queues have been added, and 
more audio cues will be available to let you know 
when something is happening in your kingdom. 

One new unit in the game is a new medieval siege 
weapon. “These weapons in the original game were pretty strong 
because they could move and fight at the same time,” Shelley notes. 
“The ones in Age of Empires II will not move—you'll have to place 
them where you need them to take out a castle.” The ultimate intent 
of all of these changes is to open up the combat to a more personal 
hand-to-hand model. 

Another big change in the game is one of scale. The units have not 
changed size; however, they've greatly increased the size of the build- 
ings. The screen shots here are all from the Western European tile set 
in the age of castles. According to Shelley, Ensemble is experimenting 
with how big the buildings can be. Currently, trees and buildings are 
huge, and the amount of detail is impressive. For example, the gates 


Formations like 
this will be possible 
in the sequel 


The new ships 
are enormous 


of a castle can be raised or lowered, and yes, you 
can crush units with them (as we were able to 
test). The new scale will allow you to board and 
capture military and trade ships. 

Additionally, the map size is also being 
increased by 300%—according to Shelley, it now 
takes a unit eight minutes to walk from one edge of the map to the 
other. Looking at the screenshots, you may be wondering how you're 
going to track units that move behind buildings and trees. Initial 
reports that you’d be able to rotate the map proved incorrect, but 
Ensemble’s Matt Pritchard says, “I can’t officially say yet [how we're 
going to do it], but it’s cool. Hint: think Fallout, only slicker.” 

Shelley says, “We're very excited about how Age of Empires was 
received, but we think there are some improvements that can be 
made based on feedback from gamers. Age of Empires Il is a new game 
in a new time in a new place, and everyone wants to see more.” And 
Ensemble is trying to give the people what they want. —Steve Bauman 

Age of Empires Il * Microsoft * Windows 95, NT 
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- movies: a space station (Star 


_ The game is very much geared 


any first person shooters shudder at the thought of six 

degrees of freedom. Four degrees of freedom is com- 
plex enough, with movement through the environ- 
ment forward, backwards, right, and left. Adding up 
and down increases the problems exponentially. “You have to get 
the controls right and the Al is more complicated,” says Tony 

Beckwith at Probe. “Oh yeah, and hellish collision detection algo- 
rithms that would even make Einstein faint!” 

Probe is developing Forsaken, a promising Descent-style 3D shoot- 
er that features looters scrambling to collect as much stuff as possi- 
ble. After a horrible accident ravages the solar system, an intergalac- 
tic council posts sentry robots until they can come in and clean up. 
“Basically, you're a freeloading 
scumbag,” says Beckwith, “who 
files around on a futuristic hover 
bike.” There are 15 single-player 
and 10 multiplayer levels, some 
of which are built around sci-fi 


Wars’ Death Star), a capsized 
ship (The Poseidon Adventure), a 
biosphere (Silent Running), and 
an Aztec temple (indiana Jones). 


to multiplayer action, with sup- 
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You get effects like this, and it still 
maintains 30-50FPS. Impressive 


port for peer-to-peer and client/server connections. “[Peer-to-peer] 
means that our game doesn’t stop when a connection slows down. 
We'll also be releasing a dedicated server patch once the full game is 
out. And we'll be doing linkups with people like GameSpy so that - 
players can search for servers.” 

Multiplayer games include deathmatches, capture the flag, and 
something called Bomb Tag, where players tag each other with gun- 
fire and you have X seconds to shoot someone else. “We've been to 
some LAN Fests [where people bring their computers to a designated 
area and hook them up over a network] with the game too and it 
went down a storm,” said Beckwith (we presume “going down a 
storm” is British for “being well-liked”). “We've also had some of the 
best Descent players in 
the country come 
down to Acclaim in 
New Yorktohelpus 
tune up the gameplay. 
They loved the game,” 
he says. The weapons 
include some nifty 
new ideas in addition 
to your standard issue 


siles. There are various 
mine types and a 
weapon that creates a 
gravity pocket that 
stops anyone passing 
through it. In multi- 
player games, a | 
Scatter missile knocks _ 
weapons off your 
opponent so you can pick them up yourself. Power-ups include tar- _ 
geting computers, firepower boosts, and cloaking devices. 

Forsaken’s graphics are Direct3D only. “You hear a lot of people 
moan about Direct3D but it’s good to have something that all the 
hardware manufacturers are trying to support,” he insists, adding, “A 
lot of people thought that the game was Glide when the self-playing _ 
demo was first released. It’s a very fast engine.” The game will hopefully 
include special support for some of the special features of the Voodoo2 _ 
chipset, including tri-linear filtering and advanced mip-mapping. : 

Forsaken certainly has its share of special effects, too. “My favorite 
effect in the game is the water. We have pools of water throughout 
various levels which actually ripple and have waves on them. When 
you shoot at them lots of concentric circles ripple out across the 
water. We have drips of water that drip from the ceiling onto the 
water and these cause waves too. It looks beautiful—no other game 


has ever done water like this before but you can bet that every other __ 


game will have to do it this way from now on.” —Tom Chick 
Forsaken * Acclaim Entertainment « Windows 95 
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The Navy’s sure gotten short-shrift in recent simulation 
gaming, especially on the hard-core end. Sure, there’s 
been Top Gun, and the dated Jane’s series, but how many 
: realistic sims? Aside from Graphics Simulations generally 

_ well-received F-78 Hornet series, you'd have to go back to 
MicroProse’s F-14 Fleet Defender or even the older Flight of the 
Intruder to satisfy cravings for a hard-core game. Well, with iF-16 
and /F-22 under its belt, Interactive Magic has turned its eyes to sea 
and the realms of naval aviation for their upcoming game, iF/A-718E 
Carrier Strike Fighter. An outgrowth of the sim engine that first saw 
the light of gamers’ screens in iF-22, |-Magic is taking the lessons 
from that project to heart as they work on this, their second fully in- 
house simulation. 

The 3D engine in iF-22 got a decidedly mixed reception from 
gamers. Known as DEMON-1 (Digital Elevation Model Optimization 
Number 1), it 
looked good at 
high altitudes 
but poor as you 
moved closer to 
_ the ground. It 
also had speed 
__and size prob- 
lems. While 


SG-) me 


Ready forlaunch » 


_ DEMON- -2 at 
last year’s 
Electronic 
Entertainment 
Expo, the full 
next-generation engine is not ready yet 
and won't be for iF/A-18. This is not to say, 
however, that we'll be seeing the same 
engine; instead, |-Magic is using an inter- 
mediate version they’re calling DEMON- 
1.5, which should feature several impor- 
tant improvements (some of which will 
ship with the upgraded iF-22 game, iF-22 
Persian Gulf version 5.0). 

The first of these is terrain compression; 
whereas one DEMON-1 theatre took up 
300 megs of space on your hard drive, 
DEMON-1.5 theatres should only take 50- 
60 megs. |-Magic hopes that the smaller 

_ sized theatres will mean more gamers os 
install them to their drives, which should reduce the stutter probems 
_ gamers experienced running from the CD. The next improvement is 
something |-Magic calls “Texel Dithering,” a method of blurring the 
ines between the squares of a texture. |-Magic says that this gives a 
D card effect” without — needing any supporting hardware. 
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“Down with the toothpaste missile trails!” — 


transparency wil a . 


the smoke clouds and missile trails much more realistic. Textures 
should be perspective correct, and lastly, and exclusive to iF/A-18, 
alpha blending will provide much better translucency effects, result- : 
ing in more realistic explosions, clouds, cockpit ae and : so 


forth. 


These effects are all things |-Magic has planned for DEMON-1 J 5, 
but none of them are apparent yet in the build of the game we've 
seen, as the system hasn't been fully “plugged” into the game yet 
(that’s why the screenshots show no sign of 3D acceleration—that 
feature isn’t enabled in the current versions of the game). : 

With all the talk of technological improvements, you must be ask- 
ing “So what's new gameplay wise?” A variety of naval strike mis- 
sions are already apparent, even in the early build we flew. While 
carrier-based missions weren't included (all missions took off from 
the Al Jubayal airport), the full gamut will be in the final oe cata- 
pult shots, carrier landings, and so forth. 

Obviously the game models the avionics suite of the F/A- 18, but | 
not just any Hornet—instead, I-Magic has been researching the lat- 


“4 Heads-down in 
the cockpit; note the 
moving map display 
in the lower center 


Carrier operations 
will be a big part of 
thegame w 


est “E” variant (the Super Hornet), which is 
currently undergoing testing at the 
Patuxent River Naval Test Center (aka Pax 
River) and which won't be operational until _ 
2003. The cockpit, like iF-22’s, is interactive, 
and the MFDs (multifunction displays) are 
user selectable; the ground mapping radar 
and the FLIR should be particularly useful __ 
over water, and the mov- 
ing map is, visually at 
least, impressive. 
|-Magic also says © 
they're improving the 
models of both friendlies 
(particularly your wing- 
men) and enemies, will be 
including the fully interac- 
tive campaign system of 
iF-22 (which theyve 
dubbed TALON—Total Air 
and Land Operation — 
Network—modified, of 
course, to include naval 
operations), and have a 
list of other, smaller _ 


improvements or tweaks. As many of these aren't apparent yet in. 
the version of the game used for this article, it’s far too early to say 
how they'll all come together; for naval aviation fans averyitiete. _ 
here’s hoping they do. —Scott Udell 


iF/A-18E Carrier Strike Fighter * Interactive Magic « Windows 95 _ 
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worry that 
_ Ascension will 


_ forced this 
notion. Del 


Even in these early stages of development, it 
features an impressive 3D engine, able to ren- 
der large indoor and outdoor environment 


e first reported on the latest version of Origin’s ven- 
erable role-playing series way back in November of 
1994 [CGS+ 48], revisiting it again in 1996 [CGS+ 77]. 
Needless to say, it’s changed a wee bit over the years. 
Initially envisioned as a Windows 3.1 product, Ultima: Ascension is 
a Windows 95-based high-tech 3D role-playing game with serious 
system requirements—the minimum machine will be a 233MHz 
Pentium with a 3D accelerator. It’s both a step forward and a look 


_ back at past Ultima games. The final chapter in what Origin dubs the 


“trilogy of trilogies” (never mind that there are actually four games in 
the last trilogy), it will wrap up the Guardian saga that began with 
Ultima Vil: The Black Gate. The game reaches back into the past by 
emphasizing the virtues last touched on in Ultima IV. 

Producer Ed Del Castillo describes the game in buzzword terms. 
“There are two high-concepts that Richard [Garriot] is pushing, and 
these are things that | believe in as well—accessibility and immer- 


_ sion.” These are hallmarks of games Del Castillo has worked on in the 


past, including Command & Conquer and Red Alert. 

The game will feature a third-person point of view that gives the 
player full control 
of the camera. 
The third-person 
view has caused 
Ultima fans to 


become a Tomb 
Raider-style 
action game. In 
fact, some early 
press coverage 
has only rein- 


Castillo dismisses that talk. 

“It's important that we avoid using that term, but magazines like to 
simplify. Rather than saying ‘third-person with a chase cam,’ the 'T’ 
word has fewer syllables. [The game] may look like the ‘T’ word, but 
the screenshots can’t convey all of the depth we're putting into it.” 

“Look, it would be foolish of me to say this going to be just like 
any other Ultima,” he says getting more and more animated. “This 


a [third-person 3D] engine has nothing to do with the genre. This 


engine is best at conveying action elements, and role-playing is 
about depth of world, story, character, discovery... We’re doing a 
good job of marrying the two. At the same time, we're making it 
more accessible.” 

The game will have action elements, but Del Castillo is adamant 
that they won't be the focus of the game. “Yes, we're going to have 
puzzles that are going to require movement, but Richard [Garriot, 


creator of Ultima] is against dexterity-based tasks.” 
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Another feature that didn’t make the cut in the new Ultima is that 


standard of the RPG, the party. “We decided to not go with it mainly 

because we can't do it right with the processing power we have.” As 
compensation, they’re allowing you to play multiple characters dur- 

ing the course of the game. At certain points of the game, the Avatar 
will reach a dead-end and will need someone else’s help. 

Del Castillo admits that the transition from one character to another 
will be difficult for some players, but that the positives outweigh any 
negatives. “If people can put the philosophical debate aside, they're 
really going to enjoy it on a visceral level.” He goes on to describe how 
it will allow them to give each character a set of different activities. For 
example, Shamino is athletic, so he'll have lots of swimming and climb- 
ing abilities, while 
Lord British will 
cast a lot of spells. 

Del Castillo esti- 
mates the break- 
down between 
characters will be 
about 75% Avatar, 
25% additional 
characters. “It’s 
enough to break 
up the experience 
without destroy- 
ing the continuity 
with the Avatar.” 

There have been a lot of 
discussions among fans that 
Origin is abandoning some of 
the things that made the 
series popular inthe first 
place. Gone is some of the © 
minutiae that made Ultima VII and Vili so unique: the bread making, 
the ability to forge a sword from a piece of steel, etc. (whether it was 
actually critical to the game is certainly open to debate). In its place 
are environmental effects: boats heave on the water whiles the 
waves lap on the beach, directional sound lets you know where 
effects are coming from, the game simulates day and night, sunset | 
and sundown, and a wind model causes trees and signs to sway to- 
and-fro. a. 

“We thought [bread making] was less important to the game than 
having the wind blow in the trees. The focus is on getting the player 
to feel like he’s in this world.” Del Castillo has his own opinions of 
what makes for a good role-playing game. “It’s about being heroic. 
It's not about baking bread in some podunk town wondering why 
this is important. It’s about slaying the dragon and getting the 
woman.” —Steve Bauman 

Ultima: Ascension * Windows 95 ° Origin Systems 


The 3D engine allows conversa- 
tions to take place up-close-and- 
personal with the characters 


The game doesn’t use a fogging 
effect to show large environments. 
Unless, of course, it’s a foggy day... 
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ITIZENS, BATTEN 
THY HATCHES AND 
MUSTER THY WITS. 
The new ULTIMATE CIVILIZATION IT brings 
you face to face with the most volatile 
opponents ever: real flesh-and-blood 
humans just like you. The long-awaited 
multiplayer edition of CrvmrzaTIon IT 
also jets you join a game in progress 
and take over for an AI opponent. 
A negotiation module lets you _ sit 
down with other players to offer 
trades and make treaties. Or break them 
if youre forced to. 
Because with real 
opponents, there’s 
no telling what 
course history 
will take. 


Urtmiate Crvmization [ provides you 
with the best-selling iobal strategy 
mame CIVILIZATION IT and the add-on 
scenario pack Co CTS IN CIVILIZATION. 
Plus, the ability te ge | wisuar «N is 
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Deadlock II 


No sign of intelligent life 


he original Deadlock was an intriguing 
mixture of Master of Orion's whimsical 
sci-fi theme, with /mperialism’s deadly 
serious resource management and 
Civilization’s population juggling, all set in 
the focused environment of a single planet. 
It had its own style and charm, as well as the 
addicting quality that defines many classics. 
Enter Deadlock II to address some of the 
original’s shortcomings. Unfortunately, it’s 
one of those “one step forward, one step 
back” dances. And one of those backwards 
steps is a doozy: Deadlock II has the Al of wet 
toilet tissue. This step puts it right over the 
brink into the Abyss of Hobbled Games 
Hardly Worth Playing. 

One of the first things veteran Deadlock 
players will notice is that this sequel isn’t very 
different from the original. Hardly surprising, 
since the developers at Cyberlore Studios cut 
their teeth doing expansion packs for 
Warcraft Il and Heroes of Might & Magic II. But 
Cyberlore shows a disappointing lack of 
innovation with Deadlock II; not only are the 
gameplay mechanics almost an exact dupli- 
cation, but many of the same problems with 
the first game are still present. 

Most conspicuous is the clunky interface. 
Although it is different, it's not much better; 
in some respects, it’s worse. The elegant 
slider bars are gone, replaced with the 
equivalent of a “drag and drop” spread- 
sheet. For some reason, this sequel has 
been downgraded from a tidy Windows 
app to a 640x480 throwback to DOS, fes- 
tooned with weird icons. Colony manage- 
ment is still a tedious territory-by-territory 
affair, made somewhat easier by a new 
“colony assistant” screen. Some important 
information (morale, taxation, idle 
colonists) is at least one screen too deep, 
while other information isn’t even available 
(growth rate, unit support costs) or is poor- 


A ‘Baynble Prairs 


3 


| love the smell of anti-matter in the morning. Smells 


like...victory 
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ly represented (enemy ter- 
ritories and armies, food 
consumption). The excel- 
lent tech tree is an excep- 
tion to the clunkiness: it’s 
all laid out on one screen, 
allowing you to easily 
plan out and review your 
long-term research. On 
the whole, it seems that 
Cyberlore was trying to fix 
the interface; they just 
weren't very successful. 

They were more suc- 
cessful with the game’s 
combat and economy. The 
Strict stacking limits that 
made the original 
Deadlock so worthy of its 
name have been removed. 
With the new air and sea 
units, there are more tactical considerations, 
so the non-interactive battles are more 
exciting. The resource management is also 
very well done, although no different from 
Deadlock. It requires some serious micro- 
management to develop and maintain a 
thriving colony, made all the more challeng- 
ing by the game’s interface. But it’s so logi- 
cal and straightforward, almost simple, that 
developing your colony is one of those 
uniquely satisfying computer game experi- 
ences. It’s the sort of thing strategy junkies 
live for: seeing a single territory grow into a 
conquered planet, crammed to the gills 
with productive and happy colonists enjoy- 
ing the fruits of full coffers and plentiful 
resources, protected by hi-tech military 
units cranked out by a bustling industry. 
The trade and diplomacy make less sense 
and aren't very well integrated into the rest 
of the game. Diplomacy in particular is pret- 
ty unmanageable, kind of like dealing with 
the crazy old uncle in your family. 
It’s tedious and random, especially 
considering the Al [sic]. 

The Al [sic] is where Cyberlore 
really fell flat on their collective 
faces. | don’t mind so much that the 
game shipped without it’s adver- 
tised scenario editor, but this quote 
from the README.TXT is one of the 
most ridiculous things I’ve ever 
read: “In an effort to spend more 
time on the game balance and 
Al...we decided to forgo shipping 
the editor on this initial release.” 
Game balance, perhaps, but it’s 
hard to believe much time was 
spent on the Al [sic]. The computer 
opponents will almost never attack, 
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Your colony consists of several territories; expect to visit each 


they won't expand into vacant developed 
colonies, their colonies are poorly built and 
managed, and they make random diplomat- 
ic demands. | set up a game with all six 
opponents at the highest skill level and was 
not once attacked, even in retaliation as | 
Started swallowing up my neighbors. The 
only challenge against the computer is tak- 
ing the time to mow down the defenses it 
might accidentally build. 

An awkward interface is tolerable in a 
good game. Even the important information 
omitted from the manual isn’t unusual 
among strategy games these days. In spite 
of its rough spots, Deadlock II is actually a 
very good game, slightly better than the 
original. But without a viable computer 
opponent, it’s analogous to a luxury auto- 
mobile without an engine. Luckily, it works 
well against human opponents, but it’s not 
likely to sustain a regular presence on the 
multiplayer services. Accolade’s 
NetAccolade (are all the good server names 
already taken?) will probably be the only 
place to find opponents on the Internet. But 
without a bulletin board to announce 
games and without a useful in-game chat 
function, even the multiplayer aspects are 
fatally flawed. This could have been a great 
game, but it’s BDOA: brain dead on arrival. 
-Tom Chick 


Deadlock II 

Accolade * www.accolade.com 
Requirements: Windows 95, 90 MHz 
Pentium or higher, 16MB RAM, 2X CD-ROM 
Multiplayer: 2-7 players; Internet, LAN, 
modem, serial 
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blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone 
‘missions, many from the German perspective, make the action virtually endless. Four-player multiplay 
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WINDOWS 95 CD-ROM 
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Semper Fi 


More Gomer Pyle than Chesty Puller 


the motto of the United States Marine 

Corps, surely one of the world’s most 
respected fighting forces. To a Marine, 
Semper Fi means kinship not only with 
today’s Leathernecks, but with the heroes of 
the past, ghosts from Tarawa, lwo Jima, and 
Chosin. One would think, then, that a 
wargame with such a name would also 
evoke the historical glories of the Corps, 
and point towards future triumphs. In the 
case of Interactive Magic’s latest wargame, 
though, one would be wrong. Semper Fi 
does few things right, and one major, unfor- 
givable, thing wrong: it’s boring. 

A traditional, hex-map, turn-based 
wargame, Semper Fi (designed by Stanley 
Associates, of 5th Fleet fame) has the mak- 
ings of a great endeavor. After all, this is the 
USMC, the undisputed masters of amphibi- 
ous assault, vertical envelopment, and 
forcible entry. One can imagine the thrill of 
the amphtracs swimming out of the surf, air- 
cushion vehicles sweeping over the beach, 
Sea Stallions and Sea Knights whup-whup- 
ping overhead carrying Marines inland to 
seal off the beachhead. Unfortunately, in 
Semper Fi, that’s as far as it gets: imagination. 


% emper Fidelis; these famous words are 


The Second Battle of Khafji—the Iraqis aren’t doing any better 
this time around 


None of the three campaigns or the fifteen 
stand-alone scenarios feature actual inva- 
sions, airborne or amphibious. There are 
AAV-7s, the Marine’s amphibious armored 
personnel carrier, but they can’t even go in 
the water, much less conduct an assault. 
There are transport choppers, but the only 
way to make use of them is to design a sce- 
nario with the included editor; none of the 
provided scenarios uses these units. What's 
left, once the Marines’ specialized functions 
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are stripped away, is merely 
a generic wargame featur- 
ing a well-supported heavy 
infantry force. 

Semper Fi also seems to 
go out of its way to be ugly. 
Most egregiously, the maps 
lack effective indication of 
elevation. Even with the 
optional contour lines 
turned on, it’s difficult to 
determine at a glance the 
lay of the land; the design- 
ers chose to use only lines, 
and not color shading, to 
depict elevation changes. 
The result is a map that 
makes rapid terrain analysis 


Fire and movement ranges are highlighted in red and blue; 


all but impossible, forcing information yes, aesthetics no 


gamers to check each 300 
meter hex individually. 
Otherwise, the appearance of the maps is 
adequate, vaguely resembling aerial pho- 
tographs; towns, woods, and other features, 
however, are hard to discriminate. Worse by 
far is the appearance of the unit icons. 
Seldom have wargamers had to endure 
such eyesores. Rough pictures of jagged- 
barreled tanks, pixelated 
stick-figure infantry, utter- 
ly indecipherable weapons 
units—this is one case 
where standardized mili- 
tary symbols would have 
been infinitely preferable. 
There are some good 
aspects to the game. The 
command and control sys- 
tem works well; it’s easy to 
see which platoons belong 
to which company, and 
the initiative system 
rewards players for keep- 
ing formations together. 
The entire game can be 
played with a mouse, 
using the keyboard only to 
name saved games. The 
scenario editor is very nice, 
and there are oodles of 
units to play with. Trouble is, the game itself 
produces more ennui than excitement, 
making it doubtful whether new scenarios 
will be all that welcome. Combat is exceed- 
ingly bland; players fire generic weapons, 
not 25mm cannon, 40mm grenade launch- 
ers, or TOW missiles. The enemy is equally 
generic, for while the player knows the foe 
is the North Koreans, for example, the on- 
map units are always faceless OPFOR pla- 
toons. Indirect fire is grossly over-abstract- 


ed, with no provisions for adjusting fire, or 

delays shorter than the seven minute turns, 
and air strikes are one-shot attacks with no 
chance of a return visit. 

Most of all, though, the game has no 
soul. The campaigns are nothing more than 
battles linked by theme. There is no carry 
over of losses or experience, no way to 
affect future missions (except by losing, and 
having to replay the battle). And it’s damn 
hard to lose. The Al is certainly not going to 
win any prizes; on defense, it tends to come 
out in the open and charge the Marines, 
and on offense it moves blindly towards 
objectives, rushing to its death. 
Overwhelming victories are common, 
defeat nearly impossible for an observant 
player. The manual is again adequate— 
though all the info on the scenario editor 
languishes in Adobe Acrobat files—but 
utterly lifeless. Indeed, there is virtually 
nothing in this game to indicate that it’s 
focus is the Corps; it might as well be a 
game about the Latvian National Militia for 
all the Marine flavor it has (or doesn’t have). 

Add to this some inexplicable design 
decisions—like the failure to support all 
Windows resolutions, and the absence of a 
random scenario generator—and Semper Fi 
doesn’t do the Marines proud. Send this 
one back to Parris Island for more boot 
camp. —Robert Mayer 


Semper Fi 

Interactive Magic * www.imagicgames.com 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16 MB RAM, 4X CD-ROM 
Multiplayer: 2 players, Internet, LAN, modem 
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Worms 2 


More isn’t always better 


he original Worms was a take-off of a 
very popular shareware genre, the 
artillery battle. Best illustrated by 
Wendel Hicken’s Scorched Earth, these 
games consist mainly of lobbing various 
forms of ordnance back and forth across a 
side-view landscape. The challenge lies in 
factoring in wind conditions while getting 
the angle and force just right in order to 
land a shell on your opponent. 

Worms added some sick humor to the 
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It’s a law of physics...chaos follows dynamite 


genre. The landscapes were out- 
landish, and your little pink soldiers 
sported grenades, bazookas, called 
in air strikes and yes, even came 
equipped with exploding sheep. It 
was a simple, brilliant product. 
What could they do for an 
encore? Repeat themselves, it would 
seem. Sure, there are more weapons 
and the graphics are better, but this 
is basically Worms all over again. One major 
addition, network play, was supposed to be 
released as a patch for the original game. 
Several modes of play and lots of configura- 
bility will, in theory, keep the game fresh 
Somehow, the additions rob the game of 
its simplistic joy. The pace tends to be too 


slow, and the “pre-game” interface is clumsy. 


Then that ugliest of ugly features rears its 
head: passwords instead of save games. The 
gameplay itself is a bit dated, too. Even in 
the shareware market, the genre has fallen 
by the wayside. 

If you've never experienced the genre, 
Worms 2 will certainly prove to be fun. Before 
you buy this version for its Internet play, 
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Jaded’s Slimers are set for action! 


check server availability. During the review 
period, the only server was in the U.K., mean- 
ing slow going for gamers in North America. 
If you were a huge fan of the first game, and 
aren't worried about ‘net play, don’t buy this 
version. Just dust off your original and enjoy 
an old classic. -Peter Smith 
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Microprose * www.microprose.com * 
Requirements: Windows 95, 75 MHz 
Pentium or higher, 16 MB RAM, 2X CD-ROM = 
Multiplayer: 2-6 players, Internet, 
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Duels of the Planeswalkers 


A “Gem Bazaar,” or just “Siren’s Call” beckoning towards “The Rack?” 


hen Wizards of the Coast released 
W their latest Magic: The Gathering 

expansion card pack, they forgot 
to include a little known card titled “Screw 
Loyal Subjects.” Its casting cost hovers 
around 50 to 60 green mana, and inflicts 100 
damage to you and 100 damage to the rep- 
utation of MicroProse. That absent card 
embodies the legacy left behind by Duels of 
the Planeswalkers, a belated and deflated 
chapter in the computerized game series. 

Barely an original bone creaks in this title’s 

decrepit body. It rehashes the majority of its 
previous manual. It adds a menu interface 
new only to players who haven't purchased 
Spells of the Ancients. The only tampering 
done to Shandalar appears to involve minus- 
cule bug fixes and an enhanced 
README.TXT file. The same video tutorial 
featuring flapping gums and capes remains 
untouched, errors and all. Many owners of 
the original CD-ROM will feel betrayed, since 
they'll need to pay full price for what they 
currently own, plus a few cards and a paltry 
$15 rebate. Also, when you install Duels, if, in 
your zeal, you happened to buy the first 
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decisions 


batch of the Spells of the Ancients add-on, 
you're happily informed to contact 
MicroProse technical support; it turns out 
that Duels requires a Spells CD labeled ver- 
sion 2.15, and if you have an older version, 
you need a new CD (not a patch). 

What is new? Well, the game allows you 
create an online persona complete with styl- 
ish wardrobe, or lack thereof, and various 
cosmetic components. Not since Kid Pix has 
the gaming world been treated to such 


promising artistic freedom. A more legiti- 
mate addition to the game is the collection 
of eighty highly sought cards from The Dark 
and Legends expansion packs. Powerful cards 
like StormSeeker and Fountain of Youth com- 
plement current decks quite nicely, especially 
when those cards stand poised to be wielded 
against one in an online “court of draw.” 

If nothing else, it’s an exciting contest 
brewing between MicroProse and Sierra as 
to who can scuttle products with potential 
more thoroughly. Duels is marginally recom- 
mendable to first time users, but insultingly 
inadequate for prior owners. Whether to 
purchase the game or not presents a tough 
personal decision, so as always the best 
advice is repeatus caveat emptor. -Tim Royal 


Kw KI 


Duels of the Planeswalkers 

MicroProse * www.microprose.com * 
Requirements: Windows 95, 486DX4/100 or 
higher, 16MB of RAM, 4X CD-ROM * 
Multiplayer: 2 players, Internet (via 
ManaLink), LAN, modem, serial 


Armored Moon: The Next Eden 


Real time strategy on a budget 


A 


rmored Moon is real time strategy on 
a budget. It does not have 3D terrain, 
multiplayer capability, bouncing 
goblin heads, or a new unit on the 
Microforum web site each week. What it 
does have is a $19.00 (when using the 
enclosed $10.00 rebate coupon) price tag, 
an easily digestible interface, and about forty 
hours of real-time strategy gaming fun. 

The year is 2069 and Earth's colonies 
thrive on the Moon. Unfortunately, there is a 
major disagreement over who should con- 
trol the thriving. The bad guys, called G7, 
want the Moon for themselves. The good 
guys, called Union 24, want to keep them 
from getting it. Fortunately for us gamers, it 
looks like a war is inevitable. 

Both sides battle with four types of units: 
Biped weapons chassis, Fighter spacecraft, 
Cyborgs, and Suppliers. There are several 
classes of Bipeds, each with unique capabili- 
ties, but only one type of the other three 
units. Fighters are fighters, and Cyborgs are 
weak-kneed semi-humans whose only 
redeeming trait is their ability to capture 
Towns. Suppliers are interesting units who 


repair damaged Bipeds. Units gain experi- 
ence in combat, so it’s important to keep 
them alive. 

Armored Moon uses a three-quarter iso- 
metric view. The graphics and sound are 
good, not great—it’s difficult to distinguish 
the different Bipeds, and the sound didn’t 
work on two of the three computers tested. 
Nevertheless, the ambiance isn’t bad—short 
ranged auto-cannons chatter, long range 
missiles paint the battlefield with smoke 
trails, and the area effect plasma weapons 
raise multi-tile blue-green explosions. 

The interface takes about five minutes to 
master, and the economic model ten more. 
There are six types of buildings and two 
types of “currency.” To summon troops you 
need a Transporter, a Control Center and the 
currency/stock to buy them. Control Centers 
limit the total number of units available and 
Towns limit the cash and stock (i.e. types of 
units at hand). 

Armored Moon includes ten missions, 
which isn’t much by today’s gaming stan- 
dards, and the game probably won't be in 
contention for Game of the Year—it lacks 


Chaos Island 


Command & Conquer Lite, you know...for kids 


was a big year for The 
1 Oo 7 Lost World franchise, 
and floating on the 


peripheral coattails of the Jurassic Park wave is 
this real-time strategy game for “Kids to Adults.” 
You are stranded on the island from the Lost 
World film, with Jeff Goldblum, Julianne Moore, 
Vince Vahn, Vanessa Lee Chester, Richard Schiff 
and Sir Richard Attenborough...and any num- 
ber of identical blonde field engineers. In each 


@ 


No green blood here. Kinder, perhaps, 
but gentler? 


of 12 missions, you must select and lead a party 
through various tasks which were designed to 
be less destructive than those we normally see. 

It is true that the overall mission objectives 
are constructive. “Kill everything that moves, 
and destroy all of their holdings and resources,” 
is not the mode here. It’s more like, “Herd the 
baby dinosaur back to its mother,” (and if you 
come in contact with anything else that moves, 
shoot and kill it, and loot its resources). It is the 
closest thing you'll find of late that has the look 
and feel of the original Command & Conquer. Its 
simple intuitive interface, clearly stated objec- 
tives and left-mouse-button 
group/move/attack control are nearly identical 
to C&C's. The characters even say, “I’m on it.” 

The real actor's voices are used in a limited 
number of annoyingly repetitive sound bytes 
during mission play... with some good humor 
(“Did | die? Uhhh. In the movie...uhhh. ..| 
died.”). In the inter-mission briefings, however, 
the actors’ presence is much easier to swallow. 
It is a nice touch to hear Jeff Goldblum instruct 
us about the upcoming mission. 

The Al is not very finely tuned—resource 
gatherers need to be reordered to the stock- 


Biped weapon chassis fight for control of 
a Moon colony 


the glitz and longevity of some of its more 
expensive real-time brethren. But for half the 
price of those titles, this software packs quite 
a gaming wallop. —Mark H. Walker 
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Armored Moon: The Next Eden 
Microforum * www.microforum.com 
Requirements: DOS, 486DX4/100 or higher, 
16MB RAM, 4X CD-ROM * Multiplayer: None 


pile after every collection, party members 
stand there while tanks run over them, 
pathfinding is quite primitive. Nonetheless, 
people with little real-time strategy experience 
will happily overlook these things in order to 
enjoy the intensive mini-missions that offer 
almost immediate gratification. 

With three difficulty levels, there is some- 
thing approachable for all. Even seasoned 
gamers might have a bit of trouble with the 
later missions in “Hard” mode. This is a perfect 
starter kit for anyone who wants to learn the 
ins and outs of the genre without the compli- 
cations. While old-timers will probably turn 
up their collective noses at this title, newbies 
of all ages will probably have a field day. 
—Cindy Yans 


KK KK 


Chaos Island 

DreamWorks Interactive * 
www.dreamworksgames.com * 
Requirements: Windows 95, NT 4.0, 60 MHz 
Pentium or higher, 8MB RAM, 4X CD-ROM 
Multiplayer: None 
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Mysteries of the Sith 
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Darth Vader was a Sithy 


ever done, and certainly deserves an add- 

on disk. By and large, Mysteries of the Sith 
is generally up to the job. It adds 14 new sin- 
gle-player levels, several new weapons, a new 
character for solo play, and a host of multi- 
player options. The story line merges seam- 
lessly into the existing fiction; the first four lev- 
els see the player continuing the saga of Rebel 
agent and Jedi Knight Kyle Katarn, and the last 
10 replace Kyle with Mara Jade, former 
Imperial toady cum fledgling Jedi. 

The good parts of Mysteries of the Sith 
are very good: new weapons (the electro- 
scope Is great), monsters (gotta love the 
Rancor and the undead Jedi), and some 
levels (a spaceport, a smuggler’s palace, a 
zero-gravity space duel). Unfortunately, 
the rest of the game is less good. Too 
many levels are quite frankly, ugly, and the 
last few levels of the game, in the 
Drommund Kaas swamp and the Sith 
Temple, are lightsaber and forcepower- 
only. This leads to a series of brutally diffi- 
cult and ultimately boring combats where 
the best weapon is the Force Power of 


J edi Knight is one of the best 3D shooters 


Quicksave. Too often, the 
designers force a console-style 
“try and die” method on play- 
ers, removing any feeling of 
being in the action; no Star 
Wars character could conceiv- 
ably make it through these 
levels without dying. 

Overall, this is an add-on 
worth getting, but it’s some- 
thing of a disappointment too. 
Gamers addicted to 
lightsabers and force powers 
will love it (new powers 
include Chain Lightning and 
Force Projection); those more 
in tune with blasters will be 
less thrilled. The saving grace, and the 
thing that makes this a must-buy for 
Internet gamers, are the 15 multiplayer 
levels, including a new game (Kill the Fool 
with the Ysalamiri) and four different char- 
acters (Scout, Bounty Hunter, Soldier, Jedi), 
each with different weapons and Force 
abilities (or lack thereof). The solo game 
isn’t stellar, but it’ll do; buy it instead to 


Lightsaber battles like these make up a good third of the game 


battle it out in the Imperial Throne room 


with your online buddies.— Robert Mayer 


Mysteries of the Sith 

LucasArts * www.lucasarts.com * 
Requirements: Jedi Knight * Multiplayer: 2-32 
players, Internet, LAN, modem, serial 


Juggernaut 


When children play with knives 


unite to form artistic wonders. In the 

hands of children, they become imple- 
ments of sacrifice at the expense of nearby 
décor. Juggernaut, the first total conversion of 
Quake I/ to hit the market, gives gamers a taste 
of both extremes on the expertise fulcrum. 

Abbreviated cut scenes reveal glimpses 
of the original plot, though the back- 
ground story never really coheres into a 
full saga. Short-term goals are relayed 
through the <F1> Objectives key. Often, 
these briefings contain lame text descrip- 
tions of your surroundings (perhaps to 
assist blind Quake // players). 

In the same tragic, yet beautiful, vein as 
schizophrenia, the game swaps identities 
around every corner with drastically inconsis- 
tent results. Gape in astonishment at a vast, 
eerily lit arena filled with perils. Turn the cor- 
ner, and stare in bewilderment at a haphaz- 
ard corridor with glaring gaps between 
objects and strange, unsightly textures. All 26 
levels adhere to one common design thread 
of relying on jagged walls, scattered debris, 
and disheveled surroundings to thinly dis- 
guise an obvious lack of detail work and pol- 


f n the hands of experts, cutlery and clay 
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ish. After players repeatedly 
strand themselves at dead 
ends, requiring a reload of 
their game to escape, they'll 
quickly lose confidence in 
the ability of the designers 
and play testers (assuming 
there were any). 

The two new weapons 
are just an organic machine 
gun and a frosty Hyper 
Blaster. The “new” enemies 
may have gotten a skin 
graft, but their mannerisms 
and quirks expose them as 
identical twins to those in 


Abominable snowmen don’t like their PTA meeting’s disrupted 


Quake //. Rather than craft 

difficult situations with reasonable creature 
counts, Juggernaut overwhelms players by 
sheer force of numbers and a scarce supply 
of weaponry. This cheap, amateurish tech- 
nique ruins much of the experience. 

While Juggernaut isn't a scourge worth 
notifying the Center for Disease Control 
over, it’s a feeble match even for the origi- 
nal Quake // levels. Still, there are compelling 
reasons to purchase it. At $19, it’s dirt 


cheap, and it gives budding level designers 
some fantastic examples on how not to 
make levels. —Tim Royal 


Juggernaut 

Head Games Publishing * www.headgames.net ° 
Requirements: Quake II Multiplayer: 2-32 
players, Internet, LAN 


Shadow Master 


Save the planet? Which planet? 


alled upon to save your resource- 
C rich world from the mechanized 

clutches of the evil Overlord, you 
have to drive your tanklike vehicle through 
hordes of cybernetic killers and war-torn 
environments—and what environments 
they are. If Shadow Master's only goal was 
to be the penultimate eye-candy shoot-em- 
up, it’s a smashing success. The 3D acceler- 
ated graphics are terrific, the environments 


Typical neato lens-flare effect 


eerie, the enemies wonderfully animated, 
the sounds convincing and the boss 
encounters theatrical. 

Problem is, Shadow Master's gameplay is 
quite weak. Its roots in its simultaneous 
PlayStation version are obvious—the game 
doesn't allow reassignment of keyboard 
commands (programmable gamepad recom- 
mended), enemies are keystone-cops stupid 
and the intrusive, inconsistent physics model 
will have you battling your vehicle 
as much as you battle your oppo- 
nents. Most of the sixteen missions 
are of the standard kill-everything- 
that-moves-and-find-the-exit vari- 
ety, with switch hunts and side 
goals—destroying a reactor, for 
example—thrown in as appetizers. 

Shadow Master also suffers from 
a horribly console-ish save game 
feature—you can only save 
between levels, so death at any 
point means a cold restart. The 
problem is crippling considering 
each level requires some puzzle- 
solving and backtracking and that 


many of the bosses require several tries to 
kill. There’s also no map (except in multiplay- 
er), SO you're generally on your own in figur- 
ing out where to go. 

Speaking of multiplayer, Shadow Master 
includes a number of interesting options— 
teams, team capture-the-flag and the circular 
hunt in which each player can only shoot one 
other person. Unfortunately, you'll have to 
save it for LAN parties, as the game only sup- 
ports DirectPlay IPX and serial connections. 

Despite its impressive eye candy and some 
interesting multiplayer options, the confus- 
ing, puzzle-oriented levels combined with the 
lack of a useful save-game feature ultimately 
make Shadow Master a beautiful-but-dense 
exercise in frustration.—Geoff Stratton 


KKK 


Shadow Master 

Psygnosis * www.psygnosis.com * 
Requirements: Windows 95, 133MHz Pentium 
(with 3Dfx) or higher, 166MHz Pentium unac- 
celerated, 16MB of RAM, 4X CD-ROM 
Multiplayer: 2-4 players, LAN, serial 


Team 47 Go- 


Please go, man... 


t’s nice to see a game as aptly titled as 
i Go-Man, although “Ack! Please Go, 

Man!” might have a better if somewhat 
less marketable choice. And it’s a shame, 
since this really is a great idea for an action 
game. Mixing Sega's Virtual On! with 
Japanese-style monster flicks to create a 
beast vs. battlesuit urban combat game is 
bound to hold a lot of appeal for many an 
action gamer. Unfortunately, there are so 
many things wrong with Go-Man that it’s 
hard to find something that was done right 
except the theme. 

The problems start with the game’s gesta- 
tion period—it was announced some four 
years ago. Usually with games this overdue the 
graphics suffer, but Go-Man is actually a sharp 
looking game. Utilizing Direct3D to smooth 
out the graphics, the look of the game is quite 
appealing. However, there is noticeable graph- 
ics pop-up and draw-in, especially with build- 
ings that just appear on the horizon. The 
sound effects are decent, though the music 
tends to be annoyingly repetitive. And all in all, 
it's not the presentation that’s the problem 
here. It’s the gameplay. 

Right from the start, things simply aren't 


Man 


very user-friendly. The options menu is incon- 
veniently laid out, especially the controller 
setup (which only sporadically detects a 
Sidewinder Gamepad). The game itself suffers 
from an automatic camera that’s seldom capa- 
ble of keeping up with the action. The enemy 
is so often out of sight that you're forced to 
move around the battlefield just to track the 
monster. You can choose manually from a 
total of ten different camera views at any time, 
which is some consolation, but not ideal when 
being attacked from multiple sides. 

Adding to the playability problems are 
clumsy controls, with poorly implemented 
strafing commands, and an unbelievably dis- 
jointed difficulty level. Not only do you have to 
contend with a monster that is inevitably more 
powerful than your character, can fire faster 
and hit harder, but the game throws out an 
endless supply of homing mines that hit you 
from behind. Get hit and you'll end up being 
flung hundreds of feet from the rampaging 
beast. Of course the pathetic camera tracking 
means you'll rarely see either the monster or 
the mines. Equally grating is the fact that the 
monsters only have to graze the buildings 
you're supposed to protect to send them 
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It’s man versus space monster to save the 
Earth’s populace 


falling to the ground. Finally, on each level you 


have to fight a beast three times in a row, since 
it keeps regenerating itself in a slightly mutat- 
ed version—this quickly gets old. 

Go-Man really could have been a more 
interesting version of Virtual On!, but the ter- 
rible controls and camera work end up doing 
more damage than Godzilla in Tokyo. In the 
end, it’s one of the most annoying and frus- 
trating action games seen in a while. 

—Jason D’Aprile 


KK IK 

Team 47 Go-Man 

47-Tek * Requirements: Windows 95, 
100MHz Pentium or higher, 16MB RAM, 2X 
CD-ROM * Multiplayer: None 


COMPUTER GAMES 


89 


- 


| Duke Caribbean: Life’s a Beach 


Beach Blanket Bloodbath 


t's old technology and its story is pre- 

dictably lame—Duke Caribbean: Life’s a 

Beach is an add-on two strikes in the hole 
before it even sets foot on domestic shores. But 
sometimes the gap between the bargain bins 
and choice shelf space isn’t eye candy or defini- 
tive multiplayer options but old-fashioned 
gruntwork. If nothing else, Life’s a Beach proves 
attention to detail can, up to a point, compen- 
sate for technological inferiority. 

On the surface, Life’s a Beach just looks deriv- 

ative—Duke vacations in warmer climes after 


Um, have we met? 


kicking alien butt in Duke Nukem 3D only to find 
his island paradise overrun by more extraterres- 
trials. Oddly enough, it grabs its B-movie 
premise by the reigns and maintains control 
throughout its eight-levels with a self-deprecat- 
ing sense of humor and painstaking attention 
to detail. There’s a lot of funny new speech 
(hear Duke's bad rendition of “Surfin’ Safari” to 
complement numerous new epithets), a couple 
of new enemies to complement some redrawn 
old ones, and new environments ranging from 
waterfront hotels to ancient temples straight 
out of Raiders of the Lost Ark. The new weapons 
and items behave identically to their original 
counterparts, although their new look and 
sounds are humorously appropriate—ever 
tried to kill someone with a SuperSoaker water 
gun or a Coconut Launcher? 

Like its inferior cousin Duke Nuclear Winter, 
Duke Caribbean snubs co-op capability but on 
the up side offers four quality Dukematch levels 
to Winter's paltry one. And unlike Winter, the 
sprawling levels here stand up to those of the 
original Duke with intelligent puzzles and effec- 
tive atmospherics. 

Whether or not you can stomach more Duke 


The environments here stand up to those 
of Duke 3D 


Nukem 3D in a post-Quake I world is the ques- 
tion of the moment, but Duke Caribbean is a 
refined, conscientious and entertaining diver- 
sion if you can stand its inevitably dated look 
and feel.—Geoff Stratton 
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Duke Caribbean: Life’s a Beach 
WizardWorks * www.wizworx.com * 
Requirements: Duke Nukem 3D 

Multiplayer: 2-8 players, LAN, modem, serial 


Duke Nuclear Winter 


It’s beginning to look a lot like shovelware... 


ou could argue Duke Nukem 3D was 

never about originality, but there 

comes a time when even products 
that rely on derivation grow stale for want of 
fresh ideas and technology. As a grossly 
underachieving add-on for the Duke, Duke 
Nuclear Winter is the nadir of pointless sup- 
plements; it’s a weak idea with an even 


The Santa Village level is perhaps the most conscientious 
design of the bunch 
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weaker implementation. 

As far as the story goes, the aliens are 
back, and this time they’ve teamed up with 
FEM (the Female Elven Militia, of course) to 
brainwash Santa Claus into skipping 
Christmas and generally creating bad feel- 
ings all around. Naturally, it’s up to Duke 
Nukem to blow them up and get things back 
to normal. Yeah. Get em, dammit. 

If it sounds bad, wait till you see 
it. Winter's first couple of levels are 
unsubtle repeats of the first pair 
from the original Duke Nukem 3D, 
while the rest of the seven includ- 
ed missions are consistently drab, 
muddled key hunts with too much 
backtracking and too little atmos- 
pheric variation. Co-op play isn’t 
supported, there’s only one 
Dukematch level, there aren’t any 
new weapons, and most of the 
“new” enemies behave just like the 
old ones despite some redrawn 
sprites. The best that can really be 
said for Winter is that it represents 
a cosmetic sidestep to Duke. 

Winter also lacks much of the 


In his seldom-mentioned “lost years,” Frosty 
was a high-ranking member of an anarchist 
street gang 


environmental interaction typical of Build 
titles, although it does provide a few 
poignant gags like Santa action figures and 
toy assembly lines. Probably intended as a 
rip at crass holiday commercialism—the 
ever-present evils of cranking out product 
without regard for quality or for the welfare 
of one’s audience—Winter is hopelessly 
entangled in its own trap.—Geoff Stratton 


KK KKK 

Duke Nukem 3D Nuclear Winter 
WizardWorks * www.wizworx.com 
Requirements: Duke Nukem Plutonium or 
Atomic Editions * Multiplayer: 2-8 players, 
LAN, modem, serial 
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Under a killing headache 


t may not have been the first Tex Murphy 

game, but many fans of the series first met 

the sardonic P.I. in the acclaimed Under a 
Killing Moon. |t was a game that pushed the 
technological envelope—it was one of the 
earliest games to make extensive use of full- 
motion video, and one of the few to date that 
have done it well. Shipping on multiple CDs at 
a time when CD-ROM drives were still some- 
thing of a novelty, the game sat squarely on 
the steep side of the hardware curve. 

Access seems to be looking to repeat histo- 
ry with their newest Tex Murphy title. Overseer 
comes replete with a number of features that 
cater to the highest of high-end software. The 
game ships on both CD-ROM and DVD, and 
the DVD version features enhanced MPEG-2 
video, AGP support, and digital five-channel 
surround sound. This may represent more 
acronyms than the average person is ready 
for—the number of gamers who currently 
own both a Pentium I| and a DVD drive is 
probably very, very small. 

That is, nonetheless, exactly the system you 
will want to have if you expect to get a satis- 
factory level of performance from Overseer. As 
spectacular as the MPEG-2 video in the DVD 
version is, the picture quality of the video in 
the CD-ROM version of the game is actually 
worse than that of the previous two games, 
and the performance of the interactive por- 


The tale unfolds as Tex recounts the details of his first case 
during a night on the town with Chelsee 


tions of the game borders on unplayable. On 
a lowly 200MHz Pentium with 80MB of RAM, 
you will be lucky to get more than five frames 
per second while exploring most of the virtual 
environments. A small bottle of aspirin would 
have been a welcome addition to the supple- 
mentary materials in the game box, because 
after enduring the choppy gameplay for any 
extended period of time that is precisely what 
you will wish for. 

With such a serious performance hit, you 
would expect a stunning 3D environment. 
Unfortunately that is not the case—while 
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Sylvia Linsky is Tex’s future wife, and Overseer’s femme fatale 


there is a good amount of interactivity within 
the virtual scenes, the visuals themselves are 
decidedly dated. The game does sport a larger 
view window than its predecessors, but the 
graphics show only marginal improvements. 
As heretical as it may sound, a more static 
“slide-show” approach might have better suit- 
ed this game. When the framerate drops into 
the 2-3 FPS range (as it does in 
some of the more complex areas), it 
feels a lot like a slide show anyway. 
Overseer’s script will not win any 
Academy Awards, but it does man- 
age to be fairly entertaining. The 
story centers on a younger, more 
clean-cut version of our hero as Tex 
recounts to Chelsee the story of his 
first big case as a private investiga- 
tor. The beginning of all his troubles 
is the typical damsel in distress—a 
blond bombshell named Sylvia 
Linsky who has an eye on her 
father’s hefty life insurance policy. 
Said father recently took a long walk 
off a short bridge, and with his 
death ruled as self-inflicted Sylvia’s chances of 
ever seeing any insurance money are slim. Of 
course that is not quite how she words it to 
Tex, who is naive enough to believe that all 
Sylvia really wants is to remove the onus of sui- 
cide from her father’s good name. As can be 
expected, there is more going on than first 
meets the eye, and Tex soon finds himself 
embroiled in a complicated web of intrigue, 
suspense, and jigsaw puzzles. Everything 
points to someone or something called 
“Overlord” (not, strangely enough, Overseer), 
but all of the people who might have informa- 


tion on exactly what Overlord is keep turning 
up dead. The story is not entirely original and 
the ending is predictable, but it does provide 
enough twists and turns along the way to 
keep the player interested. 

The presentation of the story as a flash- 
back is an interesting twist, and the portray- 
al of Murphy as an earnest youngster adds a 
bit of subtlety to the game’s humor 
(Murphy's scattered comments on the haz- 
ards of smoking and drinking will elicit 
chuckles from fans of the series). 

The gameplay will be familiar to anyone 
who has played previous Tex Murphy games, 
providing a mix of non-interactive movie 
sequences, video conversation trees, and free- 
form clue-hunting in first person 3D environ- 
ments. The general production quality of the 
movie sequences is good, but the dialog can 
drag at times and some of the acting is a bit 
hammy. Although the conversation engine 
offers multiple paths for the player to explore, 
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Ah, California... land of mutants, freaks 
and murderers 


most of them affect only Tex’s general behavior 
and have little impact on the game. There are 
a few exceptions, most notably a suspenseful 
standoff inside a clock tower, but even in these 
scenes the player's choices really only deter- 
mine whether Tex lives (allowing the player to 
continue) or dies (forcing the player to revert 
to a save game and try another option). 

The interface has seen a major revision 
since The Pandora Directive, and the view win- 
dow now takes up the majority of the screen. 
Inventory and option controls are presented 
On pop-up panels that can be accessed by 
moving the cursor to the edge of the view 
window. The game’s manual is thorough in 
describing the functions of the interface, but 
most features are intuitive enough for players 
to figure out on their own. Access has taken 
steps in the right direction in this regard, pro- 
viding a slicker and more immersive window 
to the game world than they have in their 
previous games. 

Overseer’s puzzles are something of a mixed 
bag, running the gamut from the innovative 
to the banal. As in previous Murphy titles, a 
good portion of the game is spent exploring 
the 3D environments, and if you can look past 
the jarring performance problems these 
sequences are actually quite fun. The environ- 
ments themselves provide a good measure of 
interactivity, with plenty of opening drawers, 
movable furniture, and even a working arcade 
game. The designers make good use of the 
free movement that the player has, and some 
of the clues are hidden in subtle ways. As the 
player uncovers more information, either 
through finding clues or talking to other char- 
acters, new locations open up for exploration. 
The player can move freely between any avail- 
able location through the use of a handy trav- 
el panel that can be accessed from anywhere 
within most of the locations, eliminating a 
good deal of annoying backtracking. 

There are a number of inventory puzzles, 
many of which are really quite clever—any 
predicament that requires the use of a blow-up 
doll can't be all bad. The game features several 
timed sequences that are, surprisingly enough, 
some of the best puzzles in the game. At one 
point Tex finds himself in the hotel room of a hit 
man, rifling through his personal effects while 


The ever-trusty domino lock—don’t people in adven- 
ture games ever use regular keys? 
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This is your brain on too many logic puzzles... any questions? 


said killer is taking a shower. The player 
needs to find any available clues as 
quickly as possible, while taking care to 
put everything back exactly the way it 
was found to avoid tipping off the hit 
man to Tex’s presence. It is a pity these 
sequences are hampered by the game 
engine’s poor performance—they are 
masterfully presented, and you will find 
your adrenaline flowing even as you are 
screaming in frustration. 

Unfortunately these entertaining 
sequences are outnumbered by puz- 
zles of another type—the logic puzzle. 
These pop up with an annoying fre- 
quency, whisking you away to special 
screens where you will be assaulted 
with mazes, word scrambles, brain- 
teasers, and a bevy of jigsaw puzzles. The con- 
nection these puzzles have to the story is often 
tenuous at best, and none of them do much to 
help the flow of the game. The designers 
apparently liked the idea of forcing the 
player to piece together the pieces of a 
cut up security card so much that they 
force you to do it not once, but twice 
over the course of the game. How the 
cards magically meld back into a use- 
able whole after the player places the 
pieces in proper order is a mystery that 
is never satisfactorily resolved. The 
tone-deaf will not appreciate the 
Simon-like sound puzzle, and the tired 
“ouzzle-locked door in the ruins of an 
ancient civilization” routine long over- 
stays its welcome. About the best 
thing that can be said for these puzzles 
is that the player can bypass them by 
using the game’s excellent hint system 
(though this can only be done while 
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A detailed and exhaustive hint system is available to 
help the puzzle-impaired 


playing the game on the easier difficulty set- 
ting). It does not justify their presence, but it 
makes them less of an annoyance. 

Overseer is a lengthy game, even discount- 
ing the numerous logic puzzles, and there is 
some decent gameplay hiding between the 
flaws. The game's negative aspects wage a 
wearying war of attrition, however, and even 
if technology catches up to its stiff hardware 
needs while it is still on the shelves it offers 
only an average experience on the whole. For 
now, perhaps Tex Murphy’s past is best left 
unrecovered. —Benjamin E. Sones 


Tex Murphy: Overseer 

Access Software * www.accesssoftware.com 
Requirements: Windows 95, 133 MHz 
Pentium, 16 MB of RAM (32 MB or RAM for 
DVD version), 4X CD-ROM (CD version only), 
DVD drive (DVD version) * Multiplayer: None 
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May it never return 


n Descent to Undermountain, there's 
: something foul lurking beneath the city 

of Waterdeep, and it’s the people who 
green-lighted the release of this execrable 
mess of a game. Bad in almost every conceiv- 
able way, it lays waste to its TSR Advanced 
Dungeons & Dragons license and casts a pall 
on all of Interplay’s future role-playing prod- 
ucts. Featuring poor, repetitive gameplay, a 
slow and ugly 3D engine, and possessing 
more fatal crash bugs and glitches than orcs 
to slay, it’s one of the worst major releases in 
recent memory. 

If you can manage to get over the crashes 
and various other anomalies, you'll find a 
game that’s struggling to break free from this 
mess. After creating the hero of your dreams 
via the standard AD&D character generation 
system (to which the entire game is, oddly 
enough, quite loyal), your adventurer travels 
to the town of Waterdeep in order to get 
some work, kill a few bad guys and become 
rich and famous. As with most of our own 
towns, there’s a dungeon underneath 
Waterdeep that’s populated with various 
undead, elves, dwarves, orcs, game journalists, 
marketing weasels and members of the legal 
profession. You get quests from Khelben 
Blackstaff, and while they’re quite simple in 
premise (Find object. Return it.), unraveling 
the unfolding plot and keeping tabs on the 
various alliances can, on the surface, seem 
moderately entertaining. 

Unfortunately, just as things start to get 
interesting, the game is attacked by innumer- 
able bugs. Conversations appear out of 
sequence and missions magically complete 
themselves without the player actually doing 
anything (this occurred on mission six specifi- 
cally). The game often crashes while saving or 
switching levels. There are numerous mis- 
spellings in the game’s text and messages 
occasionally pop up saying “Cannot Find Text” 
or “Unable to Load Graphic.” Flashbacks to 
DOS-related bugs of yore include the dreaded 


The interface, which always features a mini-3D 
view of the action, is one of the few good parts 
of the game 
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Good lord, it’s the dreaded “Floating Dead Baneguards!” Run for your lives! 


“mouse that eats the background graphics 
when you move it.” While the voice-acting 
and music are excellent, the sound effects, 
when they actually work (a patch for sound 
problems was issued almost immediately after 
the game shipped), are somewhere beyond 
uninspiring (love that magic missile sound). 

Descent to Undermountain’s graphics put 
to test any gamer’s claims that graphics 
don't matter. The 3D engine that powers the 
game, carried over from Interplay’s Descent, 
isn't even close to being up to the task at 
hand, requiring an incredibly fast computer 
and tons of RAM without delivering either 
good visuals or a good framerate. If you've 
seen any 3D game in the past 4-5 years, your 
initial response is likely to be “uh, every- 
thing's very brown, and why are those pixels 
so damn big?” Descent to Undermountain 
transports you back to 1992, when Ultima 
Underworld redefined first-person gaming 
and the CRPG. Unfortunately, 1992-era visu- 
als don’t quite cut it in 1997. 

These problems start to dissipate, however, 
as you become immersed in the gameplay. 
Unfortunately, the floating gameworld objects 
and monsters immediately yank you back to 
reality. The game clearly has a problem with 
gravity, which is probably due to the use of 
the gravity-less Descent engine. If you're faced 
with two stacked boxes, smashing them will 
destroy the bottom one first, leaving the sec- 


ond hovering in mid-air. Ground-based mon- 
sters like kobolds and dwarves are often 
found in mid-flight upon your arrival. Their 
dead bodies will usually hover as well, lending 
the game an otherworldly air that, while clear- 
ly not intentional, is hysterically funny. 

One thing Descent is known for is clever 
Al, but that module clearly didn’t make it 
into this game. You're lucky (or unlucky, as 
the case may be) if a monster actually reacts 
to your presence. And once under attack, 
they often turn their backs to you and 
repeatedly run into walls. That is, when 
they're not levitating in place. 

Ugh. Enough already. How a game this 
delayed (when loading, it displays 
“Copyright 1996”) and out-of-date can 
appear rushed to the market is something of 
a mystery. But in the end, any company that 
has the gumption to describe itself as “by 
gamers, for gamers” (as Interplay does) 
should be ashamed for releasing a product 
with so many obvious and inexcusable 
flaws. —Steve Bauman 
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Descent to Undermountain 
Interplay * www.interplay.com 
Requirements: DOS, 9OMHz Pentium or 
higher, 32MB of RAM, 4X CD-ROM 
Multiplayer: None, thank god 
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Monty Python’s 
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ADVENTURE 


The Meaning of Life 


A journey from cradle to grave, and all the bathrooms along the way 


ithout the seminal influence of 
W Monty Python’s Flying Circus, sketch 

comedy today would be a very dif- 
ferent proposition—and without Monty 
Python CD-ROMs, the landscape of truly 
funny video games would be barren indeed. 
The Meaning of Life is Python’s third interac- 
tive project, following in the footsteps of 
Monty Python’s Complete Waste of Time and 
Monty Python and the Quest for the Holy Grail. 
Like its predecessors, The Meaning of Life 
offers gamers a few nebulous goals but, for 
the most part, forces players to figure things 
out as they go. Along the way, of course, the 
Python crew loses no opportunity to poke 
fun at anyone and anything. 

Monty Python alumnus Terry Gilliam 

(arguably, as the director of movies like Brazil 
and 12 Monkeys, the most successful Python 


today) produced this digital burlesque, and he 


has made certain that The Meaning of Life CD- 
ROM is more than just a movie ported onto 
disc. Film clips from the 1983 original are in 
ample evidence, but there’s much more here 
than a collection of excerpts. Each major sec- 
tion (birth, death, growth and learning, mid- 
dle age, autumn years, live organ transplants, 


and fighting each other, not necessarily in that 


order) offers some unique activities and con- 
tributes something to the overall puzzle. The 
nature of the overall puzzle doesn’t become 
clear until the game has progressed quite a 
bit; the object of the game, one could say, is 
learning the object of the game (and, of 
course, having a hilarious time en route). 

The Pythons, while never shying away from 
typical British bathroom humor, have always 


balanced the scatological with the intellectual. 


Navigate an agonizing conversation between 
a married couple whose spark has long since 


It takes a very steady hand ... 
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John Cleese balances “the lot” 


vanished, trying to choose topics that will 
appeal to the wife. Remove organs from a cor- 
pulent belly before time runs out or the 
patient dies (the incisions come in some 
unlikely shapes, including a penguin). The 
sheer volume of jokes ensures that the disc 
will provide something for everyone. 

The game’s main interface consists of a 
“Wheel of Life”, from which players can jump 
to any of the seven major sections. In addi- 
tion to a film clip, a typical scenario (like the 
sex education scene, in which a professor 
remonstrates a student who offers an overly- 
enthusiastic plan for foreplay) offers point- 
and-click sections that use cutout figures 
captured from the movie. The effect is simi- 
lar to Terry Gilliam’s classic low-budget ani- 
mation sequences; characters move only 
their mouths, and heads are liable to tumble 
off of shoulders at any opportunity. By click- 
ing on character after character, entire 
scenes from the movie can be navigated 
one line at a time. 

The standalone games 
reward players with objects that 
must then be used to penetrate 
farther into the whole, but the 
setup is so loosey-goosey that 
it’s fully possible to explore The 
Meaning of Life for hours before 
you realize that there are real 
goals to be accomplished. 
Sections that seem, at first, to 
be nothing more than gags 
eventually reveal themselves as 
true challenges. A trivia game 
parody of You Don’t Know Jack!, 
for example, asks players to 


match names with 
descriptions—but the 
names include folks like 
Julius Caesar and 
Lawrence Olivier, while 
all the descriptions are 
variations on the word 
“Pouff”. It is a joke, but 
it’s also a game; the dis- 
criminating player will 
not only match Mr. 
Olivier to the appella- 
tion “Sir Pouff’, but will 
understand the internal 
logic and be able to do 
it again. 

There are no easy 
answers to life’s big 
questions here—Monty Python, unlike 
Douglas Adams, was unable to boil the 
meaning of life down to a single number. But 
there is a guaranteed good time, lots of 
laughs, and some fairly tricky puzzles. 
Compared to the latest Quake-killer or Tomb 
Raider clone, The Meaning of Life is unique 


Live organ music for a live organ transplant 


and refreshing. It is perhaps the only game 
today worth buying simply for the end credit 
sequence, in which Eric Idle sings a brilliant 
song about relativity, the expansion of the 
universe, and our place within it. Where else 
can you learn the speed of light and still be 
only a click away from some funny farting 
sounds? —John Altman 
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_ Monty Python’s The Meaning of Life 
7th Level * www.7thlevel.com 
Requirements: Windows 95, 100MHz 
Pentium or higher, 16MB RAM, 4X CD-ROM 
Multiplayer: None 
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SUPERBIKE 
WORLD CHAMPIONS 


Superbike World Champions is the fastest and most realistic motorbike simulation game ever created 
for the PC. Its access to Castrol Hondas race team and engineers, guarantees unsurpassed realism. 


' 


e Race a mix of grand prix and 
street races that are detailed with 
geological features and buildings. 


e 3D Fx enhanced graphics and 
force feedback support. 


e Multiplayer over a LAN or 
modem. 


| e Customized and maintain your 
Castrol Honda Race Team: 1997 World Champions bike before any race. 


_ For more information or to take a free test drive, 
contact us at www.intense-games.com or call 888-240-6172. 


Intense Entertainment Interactive 


Developed By 


Windows 95° ‘ 
www.intense-games.com 


Castrol Honda Superbike World Champions ©1998 Intense Entertainment LLC and Interactive Entertainment Ltd. All rights reserved. 
brand or product names listed are registered trademarks and are property of their respective holders. 


Hades Challenge 


Disney provides proof that yes, hell is for children. 


hen it comes to wholesome, heart- 
W warming entertainment, nobody 

outperforms Disney (except 
maybe Quentin Tarantino). With Hades 
Challenge, a game that mixes puzzles of 
logic with adventure game elements, 
they've even managed to make the devil a 
beloved entity in the eyes of children. 

Hades apparently didn’t learn his lesson 
during the movie version of Hercules and is 
now fiendishly plotting to take over Mt. 
Olympus. In the absence of Hercules, players 
must pass four worthiness tests and then foil 
Hades’ plan in a brimstone showdown. All 
five Greek islands in the game offer trials and 
tasks to complete. Crete, for example, suffers 
from a Minotaur whose trampling ventures 
are growing wearisome to the natives. 

Hades Challenge looks deceptively like a 
children’s title, thanks to its gorgeous car- 
toon-style backgrounds and humorous ani- 
mation. Much of the game involves the typi- 
cal pixel hunting rampant in adventure 
games. Different characters grant quests as 
you play. After completing the prerequisite 
tasks for each island, the game switches to 
one of its strategy puzzles for the mini-finale. 
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Yup, he’s definitely union 


Unlike a kid’s game, however, these puzzles 
aren't just “give Putt-Putt a lube job” affairs. 
Whether you find yourself packing Trojans 
into a horse (not that way, silly) or avoiding 
Medusa’s concrete gaze, expect at least an 
average challenge here. 

As with the movie, the well-cast voices of 
James Woods, Paul Shaffer, and a Danny 
Devito sound-alike, as Hades, Hermes and 
Phil respectively, add tremendously to the 
game. Phil pops up in a globe occasionally 
to relay information about your current 


travels. His role is purely advisory, with an 
occasional one liner thrown in for fun. 

Only a few minor annoyances dampen an 
otherwise delightful experience. Whether 
it's moving or not, the mouse pointer con- 
stantly flickers. Occasionally, it even forgets 
to change its state. Rolling over a tiny sliver 
at the bottom of the screen opens up the 
Hero Belt, which contains game options and 
inventory items. Unfortunately, it’s more 
cumbersome and tricky than necessary. 

Fans of the movie and housewives look- 
ing to augment Chippendale’s selection of 
men in Speedo undies will definitely enjoy 
the humor and atmosphere of Hades 
Challenge. Think of it as a Dr. Zeus book for 
any age. —Tim Royal 
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Hades Challenge 

Disney Interactive * www.disneyinteractive.com 
* Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM; MacOS, 
System 7.5 or higher, 100MHz PowerPC or 
higher, 24MB of RAM, 4X CD-ROM + 


Multiplayer: None 


Beyond Time 


Be-yawn-ed boring 


ome games smell of greatness. Others 
«, just smell of anonymity. Take, for 

example, Beyond Time. Borrowing the 
overused “time travel meets lost ancient 
civilizations” premise, this title walks unno- 
ticed through a crowd of other superior 
puzzle games. 

Something or someone has been stealing 

the treasures of ancient cultures from muse- 
ums and abandoned pizza parlors. Who but 


Pristine imagery presents ancient Egypt in 
all its glory 


COMPUTER GAMES 


you, the gamer, can stop this insanity by 
traveling through time? Visiting such “fresh 
and original” locations as Egypt (just like 
Timelapse and Secrets of the Luxor) and 
Atlantis (just like, uh, Atlantis and 
Timelapse), players yank levers, twist pul- 
leys, and scavenge various objects scat- 
tered across the floors with no real reason 
to be there other than... well, to be there. 
Most of the puzzles are rehashed variations 
on ones seen many times before. When 
gamers aren't playing “musical blood vials” 
or other trial and error tests, they're most 
likely experiencing some rudimentary 
memorization puzzle. Keep those 
Hieroglyphic flash cards handy. 

The static backgrounds remain firmly 


out of reach, existing simply as ornaments. 


Interspersed throughout the game are 
some hammy video sequences that try to 
instill some sense of urgency to your 
quest. In reality, Beyond Time sputters 
along at a painfully slow pace where the 
real test isn’t against time, but against 
waning interest in the game. The monoto- 


ne background music and unremarkable 
graphics fail to offer anything that hasn't 
been done better before. 

Movement, for example, takes place from 
node to node. The problem is, these nodes 
are spaced so far apart they break any sense 
of continuity. Worse, a lack of consistent 
navigation rules makes travel way too frus- 
trating. For example, moving to the left will 
sometimes move you left a small amount, 
left a full ninety degrees, or simply whirl you 
around to the opposite direction. 

As lackluster and empty as Beyond Time 
is, it’s still a gigantic step forward from 
Dreamcatcher’s previous title, Soldier Boyz. 
But then, what isn’t? —Anne Royal 
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Beyond Time 

Dreamcatcher Interactive « 
www.dreamcatcherinc.com 
Requirements: Windows 95, 486DX2/66 or 
higher, 8MB RAM, 2X CD-ROM = 
Multiplayer: None 


Mortalus 


A quest game that Myst the boat by about ten years 


his Myst clone would have been 
T something spectacular if it had come 

out a decade ago. Instead, it’s just the 
latest in a long line of immersive quest 
games with a fondness for logic puzzles that 
involve cogs (there’s something rustic and 
old-fashioned about logic puzzles using 
cogs; nearly as popular are logic puzzles that 
use twigs — and Mortalus has those too). 


Yet another rustic logic puzzle 


“Hunt out the source of immortality 
before the curse of the Dark Brotherhood 
condemns you to an infinite darkness,” the 
packaging advises. In practice, however, you 
can navigate the fairly skimpy whole of 
Mortalus without realizing that there’s any 
over-arching concept holding things togeth- 
er. A handful of brain games and a repetitive 
sampling of action contests kill time 
between the requisite plodding 
around a 3D environment -— or is it 
the other way around? Cheesy 
actors deliver god-awful dialogue 
via mediocre video (the disc is a 
hybrid, so it is not technically 
strong on any system), and a lot of 
time is spent hunting for objects 
which are needed to allow access 
to the next logic puzzle. At certain 
points you can access the H+a 
website to download an extra 
puzzle or a supplementary game. 
Okay, so it’s not scintillating; that 
doesn’t mean it’s completely 
worthless. If you've never played 
Myst or any of its clones, you'll 


enjoy the easy-on-the-eyes virtual environ- 
ment of Mortalus. If you have played Myst 
but found it a little too New-Agey for your 
tastes, you'll appreciate the token action 
contests included here (sword-fighting 
scenes are comically bad, but crossbow bat- 
tles and races through forests, towns, and 
lofts work better). Mortalus is short, simple, 
and uninspired, but it’s not patently lousy 
just somewhat half-hearted. 

If Myst is Sam Adams, then Mortalus is 
Schlitz. There are times when the flat, vague- 
ly cheap flavor of a bargain brand is (for 
whatever reason) just what the doctor 
ordered. In all honesty, however, these times 
come few and far between. —John Altman 
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Mortalus 

H+a Entertainment * www.h-plus-a.com * 
Requirements: Windows 95, 100MHz 
Pentium or higher, 24MB RAM, 4X CD-ROM; 
MacOS, 66MHz Power Macintosh, 24MB of 
RAM, 4X CD-ROM + Multiplayer: None 


Alien Earth 


Nor any save game in sight 


eveloped by Beam Software, an 
D Australian developer best known 

for Krush, Kill and Destroy, Alien 
Earth is a fun single-character role-playing 
adventure—if you enjoy killing multitudes 
of Raksha workers, warriors and lords. 
Raksha are bee-like creatures from outer 
space who have conquered the earth and 
enslaved most of its humans. In the begin- 
ning you are placed (unarmed) in a jungle 
and then hunted by a single armed Raksha. 
You can survive by finding objects, some of 
which can be combined into weapons. 
Once the alien has been disposed of, you 
can escape the jungle, find a colony of 
human resistance fighters, go on quests for 
them and finally teleport to the Raksha 
mother ship and kill the Queen. 

The game’s role-playing elements are 
minimal, but include character develop- 
ment through combat as well as buying 
and selling various grades of armor and 
weapons. Instructors are available to teach 


various offensive and healing psionic spells. 


The isometric graphics have great clarity, 


the animations are effective, 
the Australian actors compe- 
tent, the ambient sounds 
immersive, the music sus- 
penseful, the puzzles chal- 
lenging and the interface sim- 
ple to use. However, there are 
negatives, too: bodies disap- 
pear along with any useful 
items on them whenever you 
leave a module, the modules 
take too long to load, the 
sewer section tends to be 
repetitive and games can be 
only be saved in a few loca- 
tions. Many quests have to be repeated 
because you die before you can get back to 
a save game location. 

Still, Alien Earth has more positives than 
negatives. Its graphics are gorgeous, it has 
plenty of spells, weapons and armor, and 
you'll seldom have as much fun blowing 
away monsters. It’s not as sophisticated as 
Fallout, but it’s still quite satisfactory. 
—Andy Backer 


These Raksha just want directions to a first class hive 
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Alien Earth 

Playmates Interactive Entertainment 
www.playmatestoys.com * 

Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB RAM, 4X CD-ROM 
Multiplayer: None 
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Air Warrior III 


An old warrior gets a new coat of paint 


volution—not revolution—is what 
Air Warrior Ill is about; there are small 
changes but nothing significant. 
Glancing through the manual you have to 
wonder which version of Air Warrior you are 
looking at, // or ///? The manuals are almost 
identical, including the page header 
“Playing Air Warrior II,” which is featured in 
both. Some of the static screen shots are 


Engaging the Red Baron 


new but you only start to feel a difference 
when you get into the game play. 

This is the first 3D-enhanced version of 
Air Warrior, and the graphics are a big 
improvement over the previous version. 
The landscape is now textured, but objects 
still retain their flat non-textured appear- 
ance; this could have been improved on yet 
it is still functional. The cockpits, some of 
which could really use a facelift, 
have not been altered from Air 
Warrior Il. This detracts from the 
whole game and could easily be 
improved. One major visual 
development that has occurred is 
the appearance of haze; while it 
seems to have little impact on 
combat, it looks good. 

The flight models are not bad. 
The aircraft seem to fly correctly 
although, there appear to be 
some problems with stalling and 
spinning in the full reality mode. 
It is next to impossible to get out 
of a spin as you quickly lose oil 
pressure the longer you are in 
the spin, and once oil pressure is 


Search and Rescue 


Hide ‘n’ seek, helicopter-style 


f you're one of those gamers who thinks a 
helicopter sim absolutely positively has to 
make use of your joystick’s trigger, stop 
now—Search and Rescue will hold no attrac- 
tion for you. It’s an almost purely civilian 
flight sim focused on helicopter operations. 

While it’s an interesting concept for those 
tired of purely combat-oriented sims, the 
game falls down in both its technical and 
gameplay execution. The game, which installs 
nothing to your hard drive, has very long ini- 
tial load times on slower CD drives. The 
graphics, which aren't 3D accelerated, are 
best described as “OK,” but they can be 
chunky on even a Pentium II unless you drop 
the detail or the resolution. Using the 
BRender graphics engine, the game suffers 
from severe “pop in” of objects on the hori- 
zon (a horizon which is far too close); there is 
no option to fog the horizon, and the engine 
can lend a twitchiness to the terrain. On the 
plus side, the game shows no bugs at all— 
something the bigger publishers only wish 
they could achieve. 

A larger problem is the gameplay. While 
given an assortment of twelve civilian/mili- 
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tary helicopters typically used in search and 
rescue missions, you'll rarely find reason to 
use more than a few of them. The game has 
46 single missions divided into seven cate- 
gories. About half of the missions are true 
S&R-type actions, and others include herding 
escaped wildlife, flying a tricky stunt, or 
scouting a guerrilla base. While fun and inter- 
esting individually, most of these missions are 
quite short (at least one can be completed in 
under a minute), and once they're done... 
that’s it, game over. You can increase the 
challenge by upping the realism (at the upper 
end you learn just how tricky a helicopter can 
be), but there’s still not much game there. 
The title really needs a series of campaigns 
wherein you fly different missions for, say, 
one disaster; it could also be spiced up with a 
combat search & rescue module. 

If you're really into helicopter sims (and 
you don’t mind flying the same mission over 
and over), then Search and Rescue may be for 
you; if, however, you want more game with 
your sim, you'd best wait to see what the 
developer Interactivision does in their 
planned Search and Rescue 2. -Scott Udell 


gone the engine is also out. 

Glitches prove to be a constant irritant. 
While viewing the map screen, the sound 
cuts out, and at different points the game 
freezes. However, there are patches available 
now that will fix some of these problems. 

The interface is annoyingly archaic. For 
example, you really should be able to 
open the bomb bay with the press of one 
key—having to press <ESC> then a cou- 
ple of letters then <ENTER> is frustrating 
in combat. Programmable joysticks really 
help with this. 

Overall, Air Warrior Ill is an enjoyable 
game whose single-player function has 
improved significantly over the years, but 
is still more of a training facility. The 
online features remain its chief draw. 
-Greg Ingram 
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Air Warrior Ill 
Interactive Magic * Requirements: Windows 
95, 133MHz Pentium or higher, 24MB RAM, 
2X CD-ROM * Multiplayer: 2-300 players, 
Internet (Beta), modem 
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Twelve helicopters doesn’t end up being as 
impressive as it sounds. The “Helikopter” at 
the top of the screen is indicative of the 
game’s Danish origins and some less-than- 
exact translations 
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_ Search and Rescue 

Interactivision * www.iavision.com 
Requirements: Windows 95, Windows NT, 
90MHz Pentium or higher, 16 MB RAM (32 

~ MB with NT), 2X CD-ROM * Multiplayer: None 


"Stay ahead of the game with the Panther XL, 
the only weapon you need for true 3D supremacy." 


-American McGee, 
Designer: ID Software 


With the Panther XL, 
Team Mad Catz has gone the extra 


Bon Appetit: 


distance to create the no-holds-barred 


e A lethal combination of Premium weapon that no committed deathmatch-addict 


Joystick and Optimized Controlball. or first-person-gamer should be without. 


The Panther XL. Bring one to your 


@ Intuitive 360° independent move-and-aim control. 
deathmatch. Before someone else does. 


e 17 fully-programmable buttons and dial throttle. 


e A whiplash processor and totally intuitive interface. 


e Supports all the hottest 3D first-person games. 
Also functions as a premium digital flight stick for all Windows 95 games. 


© 1998 Mad Catz, Inc. Mad Catz™, the Mad Catz logo 
and Panther XL are trademarks of Mad Catz Inc. International 


a By any means necessary 
and domestic patents pending. All other trademarks and/or Babba eS S —— 
registered trademarks are property of their respective owners 


www.madcatz.com 
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Nothing new under the dome 


been considered one of the premier 

computer football lines on the mar- 
ket. Front Pages Sports Football Pro ‘98 con- 
tinues that tradition; however, that is more 
of a comment on the sad state of affairs in 
the football market than an endorsement. 
With such paltry competition as Legends ‘98, 
Madden NFL 98, and Monday Night Football 
‘98, there is not much of a choice for the dis- 
criminating football fan. 

Many of the changes in Football Pro ‘98 
are cosmetic. Every menu screen is decorat- 
ed with glossy bits such as licensed logos 
and football graphics. Before every game 
you are treated to a magnificent rendering 
of the appropriate stadium. 

The career play is still the best in the 
sports-sim business, rivaled only by the 
pure-stat game Baseball Mogul. 
Unfortunately, the statistical accuracy is just 
an illusion. After multiple simulated seasons, 
too many rushers have averages under 3.0 
yds; only a few are above 3.5. During career 
play, the running backs become progres- 


T he Front Page Sports series has always 


Minnesota staves off a late comeback attempt 
from Philadelphia in this sim game 


sively worse; after the second season, most 
teams had a rushing average below 2.0, with 
the worst having averages below 1.3. 

There is nothing truly new in Football Pro 
‘98. There are some minor stat and Al tweaks 
which could have been implemented with a 
simple patch disk. The in-game 3D engine 
itself is unchanged, and for all the gorgeous 
renderings of the stadiums in the pre-game, 
the in-game versions are virtually identical. 


Front Pages Sports Football Pro ‘98 


Along with inexplicably heavy system 
demands, the game itself is cranky at best 
and horribly buggy at worst. Don’t try task 
switching from the game—it eats up any 


free RAM you have and will complain and 


crash. Often during simulation of a week's 
games, the program will close unexpectedly 
due to some data error and effectively wipe 
out a week’s simulated results. 

The Front Page Sports series may have had 
the best football game on the market, but 
Sierra's complacency may end up alienating 
more fans of the series than attracting new 
ones. It also will be easier for a challenger 
wrest the title from them. Only time will tell. 
—Jonah Falcon 
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Front Pages Sports: Football ‘98 
Sierra * www.sierra.com * Requirements: 
Windows 95, 75 MHz processor or higher, 
16MB of RAM, 2X CD-ROM + Multiplayer: 2 
players, Internet (via WON.net), LAN, 
modem, PBEM 


NASCAR Grand National 


Series Expansion Pack 


A new tank of gas for the king of stock car racing 


hat could possibly be more fun 
W for race fans than NASCAR 
Racing? More of it, of course! 


The NASCAR Grand National Series 
Expansion Pack (say that three times fast) 
is a breath of fresh air for the aging king 
of computer stock car racing. It does not 
introduce any drastic changes to the orig- 
inal game, and that is just fine—the origi- 
nal game is good the way it is. 

The expansion does provide a bevy of 
new tracks—twelve, to be precise. The new 
scenery is nice, but the tracks also do a good 
job of fleshing out the variety of courses 
offered by the original game. Several excel- 
lent short tracks such as the South Boston 
Speedway (checking in at just .400 miles) 
make for some interesting racing. Hickory 
Motor Speedway is even shorter, and jockey- 
ing for position on the .363 mile oval can 
really get the adrenaline pumping. Speed 
freaks will enjoy the California Speedway, 
even if it isn’t quite as fast as Talladega. The 
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two fantasy road courses are entertaining 
and specifically designed to provide differ- 
ent types of challenges. 

To make use of the new tracks, the 
expansion provides two new schedules of 
events, the centerpiece being the official 
schedule for the ‘97 NASCAR Busch Series. 
New drivers and cars for the ‘97 season 
are provided as well, and multiplayer is 
backwards-compatible to allow players to 
compete against opponents who do not 
own the expansion (on the original 
game’s tracks only, of course). Support for 
the NASCAR Racing Online Series is not 
available as of this writing, but is planned 
for a future date. 

In short, the expansion does everything 
an expansion should, with a few extra 
bonuses thrown in for good measure. 
There is more than enough here to keep 
NASCAR fans happy... that is, until 
NASCAR Racing 3 comes along. 

—Benjamin E. Sones 
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An added option in the setup screen allows 
players to select from three schedules of events 
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NASCAR Grand National Series 
Expansion Pack 

Sierra * www.sierra.com * Requirements: 
NASCAR Racing 2 * Multiplayer: 2-8 players, 
LAN, modem, null-modem 
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Available on Windows” 95. 
Visit your local retailer or 
call 1-800-695-GAME day 

or night (U.S. or Canada). 


Feel the need for speed? Get Uttimate Race Pro. Free on the internet. There is no competition. 


> 2 games in 1: Race on 17 tracks or crash, maim & kill in the ultimate destruction arena! > Jump into one of 16 tricked-out, 
mega-horsepower street cars. » Race up to 15 other uncivilized drivers. ® Scream through dozens of random, twisting city 
streets, desert terrains and country tracks. » Battle changing weather conditions, from thunderstorms to dense fog. 
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STRATEGY PLUS 


Less hype. More substance. 


[6] Did we mention it's cheap? 


[7] Balanced coverage 


Even better with CD-ROM! [8] Serious hardware 


~ Many of our subscribers have not ordered 
the CD-ROM with their subscriptions. 


You could be one of them. [9] Cool cheats 
You could be missing GREAT DEMOS & FREE GAMES. 


Do something about it. Upgrade your current 
subscription and begin receiving the [10] 
CD- for onl per issue. Low cost 
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Tanarus 


Other players make it or break it 


of an online game for several reasons. 

First, virtually all are constantly tweaked, 
so the game a reviewer plays might not be 
the one you experience when you read the 
review. Second, Internet lag varies widely 
from provider to provider, and day to day. 
Third, the other players strongly influence the 
experience, and there’s no guarantee who'll 
be online when you go to try the game out. 

Caveats out of the way, we can discuss 
Tanarus, Sony’s new online game of tank 
warfare. The game borrows a lot from the 
Cyberstrike/SCARAB genre, with power grids 
providing the fuel of warfare. The playing 
field is a polygonal cityscape with ramps, 
towers and tunnels. Scattered about this 
landscape are “recon areas” that provide 
anchor points for satellites. The tanks draw 
power from friendly satellites, and lose 
power to enemy ones. Control the satel- 
lites, and you control the city. It’s becoming 
a pretty standard formula. 

The need to control the map means 
teamwork is essential. Four teams of up to 
five players occupy a city. There are several 
chassis to choose from, and many weapon, 
defense, and special modules are available 
to populate the hardpoints on each chas- 
sis. Most modules can be swapped out at 
any friendly recon point, the lone excep- 
tion being a “recon capture” module that 
can only be picked up at home base (this is 


: t's impossible to write a definitive review 
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Getting acquainted with your teammates 


used, obviously, to capture recon points). 

“Extras” include Direct3D graphics and 
support for the Microsoft force feedback joy- 
sticks, but Sony missed one of the basics— 
fully configurable controls. Your tank has a 
turret, so controls are somewhat complex. If 
you're a Quake player, you might want to 
map the turret controls to the mouse, but 
you'd be out of luck. There’s no mouse sup- 
port at all. The Tanarus homepage suggests 
using the joystick to move your tank, and the 
W,A,S,D cluster to move your turret, with the 
spacebar to toggle precise aiming of your tur- 
ret. Nothing replaces mouse-aim, though, 
which is the biggest “hard” flaw in the game 
(curiously, the manual mentions mouse sup- 
port—perhaps it'll be added one day). 

Now on to “soft” aspects of the game. 
There are three basic weapons platforms: 
lasers, cannons, and missiles. Presumably the 
designer put a lot of thought and effort into 
these platforms, but woe be to he who uses 
cannons. Cannon users are deemed “frag- 
gers,” an insult akin to being called a camper 
in Quake. Those who use missiles also have 
their lineage questioned. It’s a shame that 
online gamers can’t play the game as it was 
designed, rather then building up an arbitrary 
“social code” that limits full use of the product. 
At least the “KeWI dUdeZ’ ratio is fairly low. 

Next is the mighty demon of online gam- 
ing: lag. The curious aspect here is that your 
lag isn't always as important as the other 


Taking on three or four enemies at once is only 
recommended when taking screenshots 


guy’s lag. A lagging opponent is nearly 
impossible to hit, as your shots pass right 
through his tank. A second later, he’s “tele- 
ported” across your field of vision. Given that, 
the lag in Tanarus isn’t remarkable one way 
or the other. Some days the game’s 
unplayable, on others, you'll have no prob- 
lems. Same as every other online game. 

Sony’s support is also a mixed bag. An 
early morning e-mail was answered about 
24 hours later. The one time a Sony rep was 
spotted in the game, he fled before a torrent 
of “What are you going to do about this 
lag?” questions. His actions were under- 
standable, if unprofessional. 

All told, Tanarus is a mixed bag with lots of 
potential. As players get better and better, 
new areas open to them. Leagues are 
planned, as well as static teams to populate 
them. The game is still being updated regu- 
larly and in the two week review period, 
became more and more stable. One warning: 
this game is tough. You will die, a lot, in your 
first weeks of play. If enough people “Just say 
no” to the peer pressure of not using cannons 
and missiles, the game will get better still 
(sadly, there’s no way for you and some 
friends to have a ‘private’ game). The $20 
boxed copy comes with a free month of play, 
and after that it’s $10/month. That’s a bit 
steep for a non-persistent gaming experi- 
ence, especially considering you can play 
Quake |I for free, but if tank warfare is your 
bag, then playing Tanarus will probably be 
worth the cash. —Peter Smith 
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Tanarus 

Sony Interactive Studios America 
www.tanarus.com * Requirements: 
Windows 95, 120MHz Pentium or higher, 
16MB of RAM, 4X CD-ROM + Multiplayer: 2- 
20 players, Internet 
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Fighter Ace 


Microsoft at last flies the unfriendly skies 


he online air combat furball is getting 
T hairier as Microsoft's Fighter Ace dives in 

to mix it up with Air Warrior and 
Warbirds. Like most rookies, the lack of experi- 
ence shows; ego aside, it’s not quite ready to 
go head-to-head with the old vets. This rookie 
has plenty of potential though, especially 
since its “daddy” has plenty of “warbucks” to 
spend on bringing it up to speed. 

Fighter Ace features 16 World War II aircraft, 
with four models from each of the major par- 
ticipants in that conflict. These British, 
American, German and Soviet fighters contest 
the skies in Arcade, Realistic and Private are- 
nas that provide various game setups. An easy 
flight model, a physics stall/spin flight model, 
free-for-all and team play optioins, restricted 
views, ammo limits, G-effects and radar avail- 
ability features are mixed and matched in a 
plethora of arena choices. In games, action is 
limited essentially to free-for-all or team 
(country) combat in the Arcade arenas; the 
tougher flying in the Realistic arenas draws 
few pilots. The Arcade flight model is easy to 
master and perfect for folks that “just want to 
have fun.” The Realistic model is pretty well 
done with only a few niggling annoyances; its 
stall/spin model is about the best so far for 
online Air Combat Maneuvering (ACM) and 
the blackout/redout G effects are top-drawer. 
Pilots suffer from information deprivation, 
however. There are only three working perfor- 
mance instruments, airspeed, altitude and a 
tachometer. If you're going to push it to the 
edge, you need more data like a rate-of-climb 
and a G-meter for starters. 

As pilots make kills and progress in rank 
from Cadet towards General, they are locked 
out of the beginner arenas and moved into 
competition with more experienced pilots. 
This device keeps the “newbies” from getting 
continually hammered while providing vets 
with increasing challenges to their egos. Right 


The exterior view shows a nicely detailed Spitfire and 
the realistic terrain below it. The camouflage works too 
well, sometimes 
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This Spit is winging a Yak. Gauges and text provide some 
performance indications but more information would be 


nice in the Realistic arenas 


now the game offers only dogfighting, a dis- 
advantage when more aircraft and various 
other types of action are available in other 
online flying games. Still, this newcomer pro- 
vides an entertaining experience, and a year 
from now Fighter Ace may well have more to 
offer than simple furballing. 

The efficient graphics engine is good and 
the aircraft exteriors and topography 
are just beautiful, although “the ter- 
rain, in the main, is really pretty 
plain.” With the detail options at 
maximum, the game runs very 
smoothly on a 166MHz Pentium. 
Unfortunately, there’s a big problem 
in the graphics presentation; the pro- 
grammers have pointlessly chosen to 
“reinvent the wheel” in the views 
department. Long ago Air Warrior set 
the “gold standard” for multiple, intu- 
itive, useful views and Warbirds had 
the good sense to use that setup as 
well. Fighter Ace goes its own way in 
this area and the results are poor. 
There are only five basic 
views from the Cockpit and 
they don't overlap, so it’s 
easy to lose a bandit while 
switching between them. Aircraft 
structures you'd expect to see in 
some views are missing, so when you 
look out over the wing, there’s no 
wing, just an unobstructed view of 
the world. The Padlock view can be 
similarly disorienting and it madden- 
ingly changes targets at the most 
inopportune times, while switching 
views, despite supposedly staying 
with the nearest enemy. Given the 
natural resistance to admitting a 
major error in judgment, it will be 
amazing if this deficient view system 


S1BZ ALZ 
Flaps Damaged 
Ammo:89% 


is abandoned for one with more 
overlapping views. That’s a shame, 
because the game deserves better. 

There’s also an easily-fixed prob- 
lem in gameplay: the opposing air- 
fields are clustered far too close 
together. The game documentation 
says the fields are about five minutes 
of flying time apart but it’s more like 
two minutes. This allows recently 
downed enemies to rejoin the fight 
almost before the killer's gun barrels 
have cooled. Since progression 
through the ranks depends on sur- 
vival, this continuous stream of ene- 
mies seeking “payback” makes for 
many career sergeants. At this stage 
of development, when “knife fight in 
a phone booth” furballing is all that’s 
available; it would help if they made the four- 
country phone booth a bit larger. 

Fighter Ace is a good initial effort that 
should get better. At $20 a month though 
(there is also a $2 a day option), it’s twice the 
price of Air Warrior, a game featuring many 
more aspects of online air combat. While 
access through Netscape is in the works, at 
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You'll catch your share of lead in this game; damage is 
counted in percent and performance suffers as the total 
mounts up. Head for your home airdrome before you’re 
too crippled to make it 


this writing you'll need Internet Explorer 3.02 
or higher to download and play the game. Try 
it free for one day at www.zone.com and 
you'll see the potential. It’s fun, but 
flawed.—John Nolan 
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Fighter Ace 

Microsoft * www.microsoft.com * 
Requirements: Windows 95, 75MHz Pentium 
or higher, 16 MB of RAM, Microsoft Internet 
Explorer 3.02 or later * Multiplayer: Internet, 
100 players per arena 


ManaLink 


Just on the brink of “ManaStink” 


(and should) expect more from 

ManaLink, the freely downloadable 
multiplayer component for Magic: The 
Gathering. The installation gauntlet mimics 
the opening clip from Get Smart, where 
Agent Maxwell Smart wanders through door 
after door till he reaches the empty phone 
booth. All these years, we never knew he was 
calling MicroProse tech support. First, one 
installs ManaLink, followed by the bulky TEN 
software, which requires a full setup and reg- 
istration process (even for free, you must reg- 
ister). Logging on invokes a new patch down- 
load for TEN, after which access is allowed to 
the ManaLink portion of the service. Of 
course, by now it too requires the installation 
of its own patch. 

Fortunately, once past this annoying and 
painful ritual, ManaLink can be a rewarding 
experience. Menu screens are fairly decipher- 
able, though by no means perfect, and the 
customization options allow opponents to be 
flagged as friends or squelched from further 
contact. Like NetStorm, the information panels 
reveal a player's conduct in respect to discon- 


E or such a marquee feature, one would 
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Meet Help 


nection frequency, concede rate, and skill 
ranking. Infrequent online visits by self-coined 
Gunslingers and Masters (experts on Magic 
rules) are refreshing, though their presence 
seems odd considering that by now the game 
is supposed to have card rules implemented. 
Still, these online cherubims’ limited advisory 
role helps clarify the logic surrounding the 
game’s mutable rules interpretation. 

In spite of the manual’s ludicrous screen 
shots encouraging taunting and delinquent 
online behavior, for the most part the social 
climate on ManaLink remains mild and cor- 
dially competitive. Several different deck 
design limitations can be imposed for each 
duel. The list includes free-for-all decks, Type 
1.5, Restricted, Highlander and the stringent 
Type 1 deck. The ranking system helps match 
players based on their skill, from new dabblers 
to legendary card tapping genius types. 

If the original Magic card game from 
Microprose was “Just what the Samite Healer 
ordered” then ManaLink would be the phar- 
macist who misread the Rx and prescribed 
loyal users a mild depressant instead. It’s diffi- 
cult to recommend this title over Apprentice 


This main menu houses most of the pertinent 
functions. A bit homely, but functional 


32, a freeware application with solid multiplay- 
er, speedy updates giving players every card 
ever made, and one installation instead of 
three or more. ManaLink does have the advan- 
tage of copyrighted artwork, a readily available 
base of online duelists, and DCI Ranking for 
possible future Internet-based tournaments. 
Perhaps The Cars summed it up best when 
they crooned, “Uh oh. It’s Magic.” -Tim Royal 
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ManaLink 

MicroProse * www.microprose.com 
Requirements: Magic: The Gathering 
Multiplayer: 2 players via ManaLink 


netWAR 


Air, Land, Sea - who knew Death 
had so many options? 


et ready to lock and load with 
G Headland’s new online-only action 
game netWAR. While it’s not a deep 

game to challenge your mind, it’s pure 
action and mayhem from the first moment. 

The first thing you notice as you open 
the boxed version of netWAR is that the 
game comes with a complimentary copy of 
the strategy guide, which is a nice touch. 
The installation is smooth, and in no time 
you're on the ‘net killing everyone within 
range. You're given a choice of four charac- 
ters ranging from the slow but dangerous 
bomb-throwing Sonja to the bullet spew- 
ing AK. You control just this single charac- 
ter, killing everything in sight. The real joy 
of the game is the power-ups; while some 
are mundane, such as improved radar, oth- 
ers are bloodlust personified (check out the 
attack chopper, for instance). The game 
sprinkles power-ups around continuously, 
concentrated in the hot spots. You want 
vehicles, they’ve got your vehicles... jet 
packs, hydrofoils, choppers, and tanks. Has 
somebody been hounding you all night? 


Show that bully who's 
boss with your new 
Behemoth tank. Of 
course, what comes 
around goes around, 
so once that tank 
winds up in the scrap 
yard be prepared to 
get swarmed. The best 
part of netWAR is that 
vengeance is only a 
vehicle away. 

The game does have 
some drawbacks. Like 
all Internet games, lag can be a problem, 
and getting booted from a game is not 
uncommon. Then again, the pace is so fast 
that once you get reconnected its only a 
matter of seconds to get back in the thick of 
things. Additionally, while the game sup- 
ports four play modes, only “Mayhem” mode 
seems to have a consistent crowd of poten- 
tial victims. 

If it’s quick arcade-action you seek, grab a 
copy of netWAR, and be prepared to lose 


Big tanks = big troubles 


some sleep. While you're at it, go ahead and 
schedule the chiropractor to look at your 
wrist. Trust me, it'll be sore. -Daniel Waldeck 
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netWAR 

Headland Digital Media Inc. » 
www.netwar.com * Requirements: Windows 
95; 9OMHz Pentium or higher, 16MB RAM - 
Multiplayer: 2 or more players, Internet 
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Extensive Training Missions 


Network Play 


It happens in a heartbeat. 


You're commanding an AWACS aircraft through 2.5 a 
Maliiicolamexe Ure le-Minliismelm-cicelalcvaliare | WmeCrliccre| A = 
battlespace. Or you're mixing it up with bandits Did ee ore ae 
and bogeys in your own F-22 Air Dominance Fighter. . = i 
But it only happens with DID's F-22 Air Dominance an 
Fighter, the flight simulation Denny Atkin of fe. 
Computer Gaming World calls, "the most advanced Ky j 
F-22 sim out there." \ 
ea oe 


Believe it. DID's F-22 Air Dominance Fighter is 


pia 
loaded with features you won't find anywhere else. 
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of the way. It's your choice, but make it now. 
There's a war to win... 


DID F-22 ADF™ and © 1998 Digital Image Design and Ocean of America, inc. Oceanis a registered trademark 
of Ocean Software Limited. All rights reservec.Alll other trademarks are the property of their respective owners. 


| The future is now 


Oh dear, Voodoo’ is here. A first look 
at the Diamond Monster 3D II 


one of the top performers currently on 

the market; however, what's surprising is 
that it’s one of the oldest. The Rendition 
2x00, nVidia Riva 128 and NEC PowerVR 
PCX2 chipsets are all second generation sili- 
con. (For those with short memories, nVidia 
produced a little-loved chipset for a card 
called the Diamond Edge 3D). 

Not surprisingly, anticipation has been 
building for the next generation Voodoo 
chipset, dubbed creatively enough 
Voodoo’. As with the original Voodoo, it’s a 
full- screen 3D-only solution that uses an 
external pass-through cable to connect to 
your computer's existing 2D video card. In 
addition, two Voodoo’ cards can be con- 
nected together to increase performance by 
doing SLI, or Scan Line Interleaving. When 
this feature is enabled, every other line of 
an image is rendered by a different board, 
theoretically causing a significant increase 
in performance. 

Even without SLI, the 
Stated performance is 
impressive. According 
to 3Dfx, the Voodoo?’ is 
an expandable architec- 
ture with a base config- 
uration of a 192-bit 
memory architecture 
and 2.2GB per second of 
memory bandwidth, 
delivering over 50 BOPS 
(Billions of Operations Per 
Second). This configura- 
tion is said to deliver three 
million triangles per sec- 
ond and 90 million dual-textured, bilinear- 
filtered, per-pixel MIP-mapped, alpha-blend- 
ed, Z-buffered pixels per second, which 
would put it over three times the perfor- 
mance of the current Voodoo Graphics. 


: t’s clear that the 3Dfx Voodoo chipset is 


Dueling Frame Rates 


We were able to 
get our hands on an 
early version of the 
Diamond Monster 3D Il, 
one of the first Voodoo’ 
cards. The Monster 3D | 
has 8MB of RAM and sup- 
ports 3D accelerat- 
ed resolutions up to 800x600. It’s 
supposed to be backwards compati- 
ble with games that support Glide, the 
native 3Dfx API, and Direct3D. The only dri- 
ver that was working with the card at press 
time is the 3Dfx reference driver—expect a 
custom version written by Diamond when 
the card ships. 

In order to test the card, we used a 
300MHz Pentium II and a 200MHz MMX 
Pentium and compared its Quake and Quake 
I! performance to the current 3Dfx Voodoo 
leader, the Canopus Pure 3D. For Direct3D 
tests, we compared it to the nVidia Riva 128- 


based Diamond Viper V330 using Turok: 
Dinosaur Hunter. 

In a GLQuake test (using a level with the 
unfortunate name “bigass1,” which is avail- 
able at www.stomped.com), the results are 


200MHz MMX Pentium Quake II GLQuake Turok 


Voodoo 


Voodoo’? 


- Voodoo 


| Voodoo? 
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54.7 


fie 


quite impressive, 

with close to double 
the frame rate. Quake 
Il performs even bet- 
ter, which shows that 3Dfx is really tailoring 
the card to accelerate everything that Quake 
needs. In Direct3D, the Voodoo’ surpasses 
the Riva 128 without much effort on the 
300MHz machine, but the two are surpris- 
ingly close on the 200MHz machine. Don’t 
sell you stock in nVidia just yet. 

Of more interest is how much the perfor- 
mance jumps as you throw a faster proces- 

sor at the card. On a 300MHz 
Pentium Il, the frame rates are more 
than double. This shows that the 
Voodoo? is the card for speed freaks 
with fast Intel processors. Just think- 
ing about playing a game at 74 FPS is 
enough to make some people pull 
out their checkbook. 
3Dfx promised a lot with the 
Voodoo’ and it appears they've deliv- 
ered. While the final version of the 
Monster 3D Il is, at press time, a 
month or so from hitting shelves (it 
should be available by the time 
you're reading this), it’s already 
incredibly fast, and will only get faster 
with subsequent driver revisions. 

The only caveat to the whole situation is 
cost. Performance like this doesn’t come 
cheap—the price for the 8MB Monster 3D II 
is $249, though it should be noted that it’s 
still less than the original Monster 3D. 
Expect the price to drop as the competition 
heats up, but should you choose to take the 
plunge, it’s not likely you'll end up disap- 
pointed. Even with early drivers, it appears 
that this is the most powerful 3D accelerator 
ever created for the consumer market. 
—Thomas Pabst and Steve Bauman 

This article is merely a tiny fraction of the 
3D Card MegaGuide in the special “3D Action” 
issue of the PC Game Guide, available now at 
finer newsstands and bookstores. Also, for the 
latest and greatest hardware reviews, with 
detailed benchmarks of video cards and moth- 
erboards, check out Thomas’ website, Tom’s 
Hardware Guide, at www.tomshardware.com 


The switch hitter 


Get off your knees with the CH Joystick Switchbox 


ired of dropping to your knees to pay 
T homage to the steel tower that houses 

the CPU spirits and surveying the dust 
bunny population every time you switch 
game controllers? At a price lower than most 
manual or mechanical units, CH Products’ 
Switchbox is a four-port game controller 
switcher that electronically selects a device 
with a single click of one of the controller's 
button—at least in DOS. In Windows 95, you 
still have to muck around in the Control Panel. 

The Switchbox is compatible with every 

controller we could throw at it, including 
those from ThrustMaster, Gravis, and 
Suncom—even inside their respective pro- 
gramming modes. A one- and two-player 
manual switch enables you to use two con- 
trollers at once (for games that support it), 
but only X-Y axes and two buttons for each 


Virtual reality joystick 


CyberStuff’s VR9000, the alternative controller 


yberStuff Corp. markets their 
C Cyberstik VR9000 as a “virtual reality” 
joystick, whatever the hell that 
means. What is for sure is that the VR9000 is 
a combo analog/digital four button joystick 
with a hat, which can separate from its base 
and, using tilt sensors, function as a free- 
floating controller. The stick is well-made, 
and the detachable base is solid enough for 
traditional use. The controller itself is a tad 
awkward for the small of hand and short of 
finger, but no more so than the bigger sticks 
from other manufacturers. The only serious 
drawback is the placement of the throttle (a 
sort of progressive toggle button in this 
case); it’s located smack on top of the stick 
in a spot guaranteed unreachable except by 
NBA players or professional guitarists. 
Functionally, the stick is responsive, rea- 
sonably precise, and easy to use. Since it 
uses the same calibration files as a CH 
Flightstick Pro, it is a snap to set up in 
Windows 95. It seems to work best with dri- 
ving games and action titles; it’s not going 
to replace the high-end ThrustMaster or CH 
sticks for fighter jocks anytime soon. In 
UbiSoft’s F1 Racing Simulation, the stick does 
quite well on or off its base, particularly the 
latter, and in Jedi Knight it is surprisingly 
agile off the base. You can toggle between 
digital and analog modes, and each mode 
has two sensitivity settings; both mode and 
precision are adjustable through top- 
mounted buttons. The modes do make a 
difference; digital seems best for fast action, 


controller are enabled (a standard game 
port issue). 

If you have a controller that provides power 
to your keyboard, you need to plug that 
device into port number one or you'll lose 
your keyboard after a cold boot because the 
Switchbox defaults to that port. Also, switch- 
ing requires the reception of a joystick button 
signal because key press programmed but- 
tons aren't recognized for switching duty. 

The only criticism is with the physical layout 
of the Switchbox. Its octopus-like design 
sprawls your cables out in all directions con- 
suming precious desktop space. Sure you can 
put the whole jumble on the ground behind 
your computer, but that would tend to be 
counterproductive wouldn't it? 

Regardless, every once in a while a great 
product emerges at an extraordinarily reason- 


able price—the CH Switchbox is one of those 

gems. If you have multiple controllers and you 
use them, you owe it to your knees and lower 
back to consider one of these. —Ben Chiu 


analog for more precise control. 

For gamers looking for an alternative to 
cheap arcade sticks, and who don't need a 
full-function hard-core sim stick, the 
Cyberstik VR9000 makes an interesting alter- 
native. The tilt sensor, off-base function real- 
ly works, and once you get used to it, is 
pretty neat. If it was cordless, it'd be even 
better, but as is, it’s worth more than just a 
glance. —Robert Mayer 


Son of PowerGlove 


Microsoft’s newest controller has a new tilt 


icrosoft’s newest addition to their 
Ni Sidewinder family of controllers is 

the Freestyle Pro. Code-named 
“Tilt,” it’s not a pinball controller—it’s a 
gamepad that uses motion-sensing tech- 
nology to allow gamers to control on- 
screen movement, literally by tilting the 
controller left or right and forward 
or backward. It also works as a 
standard gamepad, with 
a D-pad, six but- 
tons, two pro- 
grammable ‘ 
triggers, a shift <i 
button 3 
(allowing 


even more things to be mapped to the 
controller) and a throttle wheel. 

With games that support separate move- 
ment and aiming, you'll be able to program 
the controller to allow you to use the tilt- 
ing action for movement while aiming with 

the D-pad. The only problem with the 
controller is that Microsoft was 
unable to come up with an 
engineering solution that 
would allow the controller to 
operate without a cable. 
The Freestyle Pro is sched- 
uled for release in the fall, 
with a list price of $74.95. 
~Steve Bauman 


COMPUTER GAMES 


hose non-December months can be a 

slow time of the year as far as game 

releases are concerned-— perhaps it is 
time to catch up on playing a few of the 
role-playing games that you might have 
missed over the last ten or fifteen years. You 
can find all of these games in Interplay’s 
Ultimate RPG Archives, but to find hints and 
tips for how to solve them you will have to 
visit the Lair. Step inside... 


Conquering Kylearan’s 
In The Bard's Tale, you will 
enter the tower in the lower 
left corner of the map. Use 
the teleporters to make your 
way to the magic mouth at 
“A.” Answer STONE GOLEM 
when queried and the 
mouth will teleport you to 
“B." Move south and find the 
second magic mouth in the 
darkened area at “C”— the 
answer to its question is 
SINISTER. Correctly answering this riddle 
causes the magic door to the west (at the 
south end of the dark maze) to appear. Wind 
you way through that maze and pick up the 
silver triangle at “D”, then exit through the 
magic door in the south and fight the 
Crystal Golem at “E”. The crystal sword from 
Harkyn’s castle will make quick work of the 
Golem- here’s hoping you remembered to 
bring it along. The “serpent’s sting” is a 
Stasis Chamber at “F”, on the south end of a 
serpentine passage. If you are foolish 


_ MANTRAS OF THE STYGIAN ABYSS 
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Grue’s Lair 


A strolldown memory lane 


Pred nake 

he slums of Purgatory bull} 

order of Bautar, the east 
1 . 


[clockwise from top] 

A word to the wise- the 
edges of the map wrap 
around 

Cheer up- things could 
be worse... 

Type SHANGRI-LA at 
any of the teleporters in 


Clouds of Xeen to travel 
to a hidden town 


n 
and defenseless 


enough to have entered the Stasis 
Chamber, you can escape by repeat- 
edly attempting to exit to the north. 
Through careful use of the tele- 
porters you can now make your way 
to Kylearan himself at “G”. He is actu- 
ally quite friendly, and he just might 
have a present for you... 


Pumping up in purgatory 

You do not start with much in the 
way of equipment in Dragon Wars (actually 
you do not start with anything at all). At 
the north end of town is an arena that will 
equip your characters for free if they agree 
to fight the gladiators. You will lose, of 
course, but you do get to keep the equip- 
ment. Remember to save your game 
before fighting, just in case any... acci- 
dents... occur. 


In the kitchen of the Shadowking 

In Stonekeep, the end is in sight when you 
find yourself in the room with four sunken 
pillars. Avoid stepping on the center square 
at first, as this will summon the Shadowking. 
You should have four silver trinkets in your 
inventory (a crescent, a cross, a circle, and an 
ankh). Place any one of them on the pillar in 
front of you and watch it rise from the 
ground. Now go two steps east, two steps 
south, one step west, one step south, two 
steps west, and two steps north. Place anoth- 
er silver bauble on this pillar, and then con- 
tinue around the room in the same fashion 
to place the third item. Then go two steps 
west, three steps north, and three steps east 


through the one-way door. Take three more 
steps south and the Shadowking will appear. 
Ignore his maniacal rants and grab the last 
two orbs, then immediately take a step back- 
wards, open your inventory, and place the 
last silver item on the last empty pillar. 

Once you have trapped ol’ dark and grue- 
some, pass through the silver symbols to the 
south for a short quiz on astronomy and the 
endgame sequence. 

Once you have defeated the forces of 
darkness, you might want to wander over to 
the \DATA directory on the Stonekeep CD- 
ROM. Therein you will find a file called muf- 
fin.txt. There is nothing here that has any 
effect on the game in any way, but the 
muffins are pretty tasty.... 


Something Strange is brewing 

at the Stagecoach Inn 

In Wasteland, walk to the north and stand on 
top of the tree outside the entrance. 
Attempt to walk north into the wall of the 
building. Bonus points and a cold brewskie 
to anyone who can identify the quote... 
—Benjamin E. Sones 


By day, 
the ultimate 
3D business 
productivity tool. 
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Z, 3 You could say our 3DZoneMaster ultrasonic 
ma positioning device has a split personality. 
Xo, ef Daytime, it can hold down an 
"office job running spreadsheets, word 
processing and graphic applications just like a 
regular mouse. Plus, the wireless design 
makes it perfect for controlling desktop 
multimedia presentations. 
But 3DZoneMaster doesn't just work hard, it plays hard. 
Featuring fast, accurate ultrasonic tracking and ergonomic pistol- 


grip design, its perfect for first-person action games. With no 


wires or clunky base, players can move effortlessly, fluidly, 


instinctively—without hand or arm fatigue. And with an array of 
programmable multi-function buttons, they can command all of 
the firepower each game has to offer. 
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Business applications or games, it's perfect for both! 
3DZoneMaster is ready to go right out of the box with 
Windows95°® drivers, exciting games, a host 
of predefined game sets and Netscape 
Navigator. There's even a website for instant 
access to new drivers, software demos, 
technical support, reviews, tips, tricks and 
links to network game play sites. 
3DZoneMaster: the difference between it and other game 
controllers is plain as night and day. Call 1-800-379-0077 for 
the name of the Techmedia dealer nearest you. 


_——— 


Unexpected Performance. 
Unexpected Price.” 


©1997. 3DZoneMaster is a trademark and the Techmedia name and logo are registered trademarks of Techmedia Computer Systems Corp. All other trademarks are the property of their respective companies. 
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Cheat Thrills 


You know you want it. Go ahead. Ruin your games 


Last Bronx 
Hit the start button 13 times on the character select screen and then 
choose the character you want to fight against. Your character will no 
have a joke weapon. 
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Jedi Knight: Mysteries of the Sith 
Press <T> to get the console, then type the following codes. Codes marked 
with an asterisk (*) need to be followed by a 1 for “on” or a0 for “off.” 


IAMAGOD _ Uber-jedi PE HODE-1 HOONLIGHT GARDE 


GIMMESTUFF — Full Inventory 
GAMEOVER Level Jump 
STATUESQUE* Freeze Enemies 
TRAINME Force Level Up 
FREEBIRD Fly Mode 


Grand Theft Auto 


Type in these codes as your name: 


BOINGA* God mode SUCKMYROCKET _ All weapons 
TRIXIE Full Mana ITSTANTRUM — Unlimited lives 
CARTOGRAPH Show Map SUPERWELL All levels and cities 
GOSPEEDGO* Slow-mo mode IAMTHELAW_ No police 
ITCOULDBEYOU 999999999 points 
HATEMACHINE _ Increase points 
Heavy Gear PORKCHARSUI Diagnostics 


For unlimited ammo, type CHECKMATEIN2 while holding down 
<ctrl><alt><shift>. 


Seven Kingdoms 
To enter cheat mode enter !!!|\@@@### during the game. Then type: 


Immortal king 

1000 food 

1000 credits 

Finish building 

Increase population 

Fast build 

More prayer points 

Full map display 

All technology and scrolls 
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Joint Strike Fighter 


To fly any plane, hit <Left Arrow><Right Arrow><Enter> at the same time. 


Longbow 2 
During the credits, type |IWANNASEE. 
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‘$U-27 2.0’ Utilizes previously classified Russian geo- 

graphic terrain captured from satellite. 1024X768 pixels 

and 800X600 resolution in 32,000 colors. Full dynamic 

campaign mission module, including resource manage- 
ment & realistic enemy interaction. 

Mindscape/SSI(Sim) 

Release Date: 8/98 PC CD $43 


‘FALCON 4.0’ is a multiplayer air combat simulation set 
in the Korean Peninsula with a real-time war in 
progress in which you take the role of a single pilot in 
an F-16 jet fighter. Superb 3-D photorealistic, texture- 
magpped graphics and detailed models of F-16 avion- 
ics, weapons and threats. 
Microprose (Simulation) 
Release Date: 6/98 PC CD $54 


‘FLYING NIGHTMARES 2’ offers a unique combination 
of cutting-edge flight simulation and real-time strategy. 
Fully adjustable difficulty levels, contro! options, and 
graphics preferences allow nearly any player to enjoy 
FN2’s challenge. Virtual cockpits increase the realism 
and your situational awareness. 
Eidos (Simulation) 
Release Date: 6/98 PC CD $39 


‘DAIKATANA’ Slash your way through time with the aid 
of your trusty sword. Chase down the evil Dr. Benedict 
through 4 different eras. Advance in multiple skill levels 
such as Attack Power, Attack Speed, Running Speed, 
Maximum Health and more. Incredible graphics and 
challenging Al. 
Eidos (Action) 
Release Date: 4/98 PC C $39 


‘DUKE NUKE’M FOREVER’ Duke is back and badder 

than before in this retooled sequal. Making use of the 

Quake |! engine, the team at 3D realms promises not to 

disappoint with new weapons, new villains, new plot set 
in the lights of Las Vegas, and full 3Dfx support. 

GT Interactive (Action) 

Release Date:6/98 PC CD $48 


‘UNREAL’ In one seamless flowing world, race across 

vast outdoor and indoor environments, enter enchant- 

ing cities and mysterious temples. Use Unreal’s easy 

to use object-oriented level-editor to design your 
own levels. 

GT Interactive (Action) 

Release Date: 5/98 PC CD $45 


‘QUAKE II’ Quake was just foreplay. Now comes Quake 
Il. Includes larger, mission based levels, superior artifi- 
Cial intelligence, and wicked multiplayer capabilities. 
Experience smoother 16 bit graphics and real-time light- 
ing effects. 
Activision (Action) 
Release Date: NOW PC CD $39 
“RIANA ROUGE’ Riana is thrown into another dimension 
where an evil stranger holds worlds in thrall. Adventure 
by adventure, choice by choice, puzzle by puzzle, you 
can help Rianna transform herself into a super heroine, 
save an innocent maiden, and rescue an alternate uni- 


Verse. 


Eidos (Adventure) 
Release Date: NOW 
PC CD 


‘LINKS LS 98’ 4 Championship courses, 6 modes of 
play, new smart cameras including golfer cam, pin cam, 
and putting cam. Precision terrain rendering and ball 
flight physics are the most accurate of any golf simula- 
tor. Design your own tournaments and compete against 

friends or computer opponents. 
Access (Sports) 
Release Date:NOW 
PC CD 
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“MAX 2’has all the breeding of a great real-time strategy 
game. Continuing in a time after the original M.A.X., it is 
the scene of mass destruction. The Sheevat, a violent 
alien race, is tearing up the galaxy and you must stop 
them. Players may take either side in the conflict. 
Combat occurs on 36 different planets. Better graphics, 
new real-time features. 
Interplay (Strategy) 
Release Date: NOW PC CD $44 


‘CRYSTAL FANTASY’ Venture through the cave of lust and 

find the secret crystal. Interact with the sexiest young jewels 

of the MacDaddy harem. Take snapshots of the girls and 
play with them in your own private portfolio. 

MacDaddy (Adult) 

Release Date: NOW PC CD $39 


* Specials- Limited Time Only- Offer valid 
from 4/1/98 through 5/12/98 
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COMPUTER GAMES: SIMULATION 


TITLE RELEASE Price TITLE RELEASE PRICE TITLE RELEASE PRice TITLE RELEASE PRICE 
10th Planet 04/98 $48 Earthsiege 3 05/98 $49 Interstate 77 10/98 $46 SabrAce NOW $42 
1943 Euro Air War 05/98 $45 F-15 03/98 $46 Jet Fighter 3 NOW $35 Screamer 3 09/98 $44 
688i Hunter Killer NOW $46 F-16 Agressor NOW $48 Jet Fighter Platinum NOW $34 Scrmn Demns Eurpe 06/98 $47 
AH-64D Longbow2 NOW $46 F-22 ADF NOW $44 Joint Strike Fighter NOW $29 Silent Hunter 2 09/98 $46 
AH-64D Longbow Gld NOW $25 F-22 Lightning 2 NOW $26 M1 Tank Platoon2 03/98 $48 Skies 06/98 $48 
ATF 98 08/98 $46 F-22 Raptor NOW $32 MS Flight Sim 98 NOW $52 Spearhead 09/98 $49 
Aces: X-Fighters 10/98 $49 F/A 18 Korea NOW $36 MW Mercenaries 3DfxNOW $22 Spearhead Exp Pack 09/98 $29 
Across Desert 1941 11/98 $48 F16 Fightng Falcon NOW $28 Manx TT NOW $42 Starship Troopers 05/98 $46 
Air Warrior 3 NOW $44 FA 18 Hornet 3 NOW $26 Mech 2 Battlepack NOW $32 Stealth Reaper 2020 NOW $39 
Anarchy NOW $41 Falcon 4.0 06/98 $54 MechWarrior 3 06/98 $52 Tank! 05/98 $48 
Archimedean Dynsty NOW $26 Falcon Gold NOW $25 Mig Alley 04/98 $46 Team Apache 03/98 $44 
Army Air Corps 42 06/98 $48 Fghtng Flcn Bck Bgdd NOW $29 Nascar Racing 2 NOW $38 Test Drive 4 NOW $46 
Brnout Champ Drag 04/98 $44 Fighter Duel 2 04/98 $48 Nascr Reng 2 Grd Ntl NOW $30 Touring Car NOW $42 
CART Precision Rcing NOW $48 Flight Unlimited 2 NOW $37 Need for Speed 2SE NOW $44 Trophy Bass 2 NOW $32 
Carmagddn Max Dam NOW $40 Flight Unimtd W95 NOW $25 Newman Haas Racing06/98 $40 Ultimate Racing Pro NOW $42 
Comanche 3 NOW $44 Flying Corps Gold NOW $39 Outlaw Racers 04/98 $39 Wing Comm Prophcy NOW $46 
Condemned 05/98 $48 Flying Nightmares 2 06/98 $39 Phantom Ace 05/98 $48 Wings of Destiny 09/98 $49 
Cyberstrike 2 10/98 $39 Flying Saucer 06/98 $46 Privateer 2 SE NOW $39 X-Wing Vs. Tie Cmp 1NOW $29 
Daytona USA Dix NOW $42 Flying Tigers 09/98 $48 Red Baron 2 NOW $38 X-Wng V Tie Fghter NOW $49 
Deep Six 05/98 $46 Grand Prix Legends 06/98 $44 Redline 03/98 $46 iF-22 v2.0 03/98 $35 
Deer Hunter NOW $18 Hardwar 03/98 $46 Riot 05/98 $45 iF/A-18 CSF 04/98 $46 
EF 2000 V 2 NOW $45 |-War 03/98 $55 SU-27 Flanker 2 08/98 $43 iPanzer 44 03/98 $35 
| COMPUTER GAMES: HARDWARE | 
ACT EagleMax NOW $44 CH Joystick Switchbx NOW $24 Gravis PC Gmepd ProNOW $26 Mad Catz Panther XL NOW $66 
CH F16 Combatstick NOW $60 CH Pro Pedals NOW $80 Gravis Thndrbrd Jstk NOW $43 Space Orb 360 NOW $43 
CH F16 Fighterstick NOW $84 CH Pro Throttle NOW $84 Logitech ThunderPad NOW $20 TM Attack Throttle NOW $52 
CH F16 Flightstick NOW $35 CH Racing Wheel NOW $49 Logitech Wingman XtrNOW $45 TM Driving Control T2NOW $99 
CH Flight Stick NOW $30 CH Reng WhI W Ped| NOW $85 Ltech Cyberman2 NOW $99 TM Elite Ruddr Pedls 03/98 $68 
CH Flight Stick Pro NOW $50 CH Virtual Pilot Pro NOW $75 Ltech WngMn WarriorNOW $85 TM F16 TQS NOW $115 
CH Force FX NOW $95 Cybrstff Cybrstk Pls NOW $69 MS Sidewinder FF ProNOW $148 TM F22 Pro NOW $134 
CH Game Card 3 Auto NOW $26 Cybrstuff Cyberstik NOW $62 MS Sidewndr Prec ProNOW $68 TM Game Card NOW $32 
CH Gamestick 14 NOW $60 Gravis Grp Stnd Alne NOW $69 MS Sidwinder Pro PadNOW $39 TM Nascar Racng WhINOW $125 
CH Jane's Combt StckNOW $69 Gravis PC Game Pad NOW $19 Mad Catz Panther NOW $44 X-Treme Command PdNOW $39 
| COMPUTER GAMES: 3D ACTION | 
Armor Command 03/98 $48 Descent Freespace 05/98 $46 Prey 12/98 $50 Revanant 05/98 $48 
Battlezone 03/98 $48 Dreams to Reality 03/98 $40 Profiteer 04/98 $45 Shadows of Empire NOW $51 
Carmageddon NOW $39 Duke 3D Nclear Wntr NOW $15 Quake NOW $25 Sin 05/98 $49 
Carmagddn Splat Pak NOW $16 Duke Nukem Forever 06/98 $48 Quake 2 NOW $39 Star Trk Frst Contct 05/98 $48 
Daikatana 04/98 $39 Duke Nukm 3D Atom NOW $34 Quake 2 Juggernaut 03/98 $19 Tomb Raider 2 NOW $38 
Dark Forces NOW $19 Forsaken 04/98 $50 Quake 2 Mission Pk 106/98 $29 Tomb Raider Gold 03/98 $25 
Dark Forces Jedi MssnNOW $27 Half Life 03/98 $48 Quake Mssn Pk 1-2ea NOW $19 Twisted Metal 2 NOW $32 
Dark Frces Jedi Knght NOW $50 Hexen 2 NOW $47 Redneck Rampage NOW $40 Unreal 05/98 $45 
Dark Vengeance 03/98 $45 Interstate 76 Arsenal NOW $40 Redneck Rp Rds Agn 05/98 $18 Unreal Add-On 08/98 $19 
Death Trap Dungeon 03/98 $39 Interstate 76 NOW $29 Requiem 09/98 $46 Vigilance 04/98 $42 
COMPUTER GAMES: SPORTS | 
3D Ultra MiniGolf NOW $42 FPS Golf Bundle NOW $39 Links LS Cng Ctry ClbNOW $17 NCAA Football 98 NOW $29 
AMF Pro Bowl 3D NOW $25 FPS Skiing NOW $47 Links LS Davis Love NOW $17 NFL Gameday 99 09/98 $39 
All Star Baseball 99 04/98 $44 Game, Net & Match 05/98 $44 Links LS Oakind Hils NOW $17 NHL Breakaway 98 NOW $42 
Baseball Mogul 99 04/98 $29 Grant Hill Fant Bskb! 03/98 $25 Links LS Pelican Hill NOW $17 NHL Hockey 98 NOW $45 
Bass Mstrs Clssc Pro 06/98 $42 Hardball 6 03/98 $46 Links LS Valderrama NOW $17 NHL Power Play 98 NOW $34 
British Open Golf NOW $19 High Heat Baseball 03/98 $35 Links LS Valhalla NOW $17 PBA Bowling 2 03/98 $35 
Brunswicks Bowling 04/98 $39 Jack Nicklaus Golf5 NOW $39 MS Baseball 3D 04/98 $45 PGA Tour Pro 3-D 03/98 $50 
FIFA Road Wrid Cp 98NOW $46 Legends of FB 98 NOW $39 Madden FB 98 NOW $45 Triple Play 99 03/98 $45 
FPS Baseball 98 NOW $28 Linkls Crse Libr 1-4eaNOW $19 March Madness 98 NOW $45 VR Baseball 99 06/98 $44 
FPS Football 98 NOW $29 Links LS 98 NOW $33 NBA Live 98 NOW $45 Worldwide Soccer 98 NOW $39 
2 
| COMPUTER GAMES: ADVENTURE 
Abyss: Incidnt Europa08/98 $43 Gabriel Knight 3 06/98 $48 Pandora Directive NOW $29 Star Trek Birth Fed 05/98 $52 
Adrenix Crisis 03/98 $45 Grim Fandango 08/98 $48 Pirates! Gold NOW $19 Star Trek SFA Mssn 03/98 $19 
Alien Earth 03/98 $45 Heart of Darkness 08/98 $42 Planetfall W95 03/98 $44 Star Trk Jdg Rt Coll NOW $38 
Alien Intelligence 03/98 $45 Journeyman Projct3 NOW $45 Quest for Glory 5 05/99 $48 Star Trk Str Fit Acad NOW $48 
Badlands 10/98 $48 KQ8:Mask of Eternity 06/98 $48 Redguard 03/98 $54 Starship Titanic 03/98 $48 
Black Dahlia 03/98 $40 Last Express NOW $42 Respect Inc 05/98 $45 Str Trk Scrt Vicn Fry 08/98 $48 
Blade Runner NOW $53 Leisure Suit Larry 7 NOW $48 Return to Krondor 12/98 $45 Titanic Jrny Out Time NOW $33 
Curse of Monkey Isle NOW $39 Myst 2: Riven NOW $44 Riana Rouge NOW $29 Warcraft Lord of Clns 06/98 $46 
Dark Camelot 03/98 $48 Of Light & Darkness 03/98 $45 Sanitarium 05/98 $44 Zork: Grnd Inquisitor NOW $43 
Fighting Fantasy 04/98 $40 Overseer NOW $39 Space Quest 3000 01/99 $45 Zork:Nemesis NOW $29 
] 
HINT BOOKS | 
Age of Empires NOW $15 Duke Nukm 3D NOW $19 MS Flight Sim 98 NOW $18 Red Baron 2 NOW $18 
Agents of Justice 03/98 $16 Earthsiege 3 06/98 $16 MechCommander 07/98 $16 Return to Krondor NOW $16 
Alpha Centauri 06/98 $16 F-15 03/98 $16 Mechwarrior 3 06/98 $16 Sin 05/98 $14 
Battlespire NOW $17 Falcon 4.0 06/98 $18 Might & Magic 6 03/98 $16 Starcraft 03/98 $16 
Blade Runner NOW $16 Half Life 06/98 $16 Myth NOW $16 Ultima 9:Ascension 11/98 $16 
Caesar 2 NOW $16 Heroes M&M 3 07/98 $18 Populous 3 05/98 $16 Ultima Collection NOW $16 
Curse of Monkey Isle NOW $16 Journeyman Project 3NOW $16 Prey 07/98 $18 Ultima Online NOW $16 
Daikatana 04/98 $15 King's Quest 8 06/98 $16 Privateer 3 10/98 $16 Unreal 05/98 $16 
Dark Forces 2 NOW $16 Links LS 98 NOW $16 Quake 2 NOW $15 Wing Commander5 NOW $18 
Diablo NOW $16 MF Cyberstorm2 03/98 $18 Rebellion 03/98 $16 X-wing vs Tie Fightr NOW $16 
| COMPUTER GAMES: ADULT 
Ace In the Hole NOW $39  DivaX: Kaoru NOW $39 Japan Interactive NOW $49 Ropes & Chains NOW $19 
Adult Image Lib 2+ NOW $29 Domin-A-Trix 2 NOW $24 La Blue Gril Screen NOW $29 Samurai Pervert 2 NOW $49 
Anal Asian 2 NOW $19 Dream Machine 2 NOW $49 Latex NOW $49 Sex With Asia NOW $39 
Asian Pearls 3 NOW $24 Duke Screw'em NOW $49 Latin Lust NOW $24 Sex with Rocky NOW $42 
Bangkok Nights NOW $19 Elite Models 4 NOW $19 Lingerie Models NOW $19 Shock:The Game NOW $49 
Cabin Fever NOW $34 Erotic Playground NOW $9 Max Dom & Fetish NOW $29 Strip Fighter NOW $40 
Celebrity Nudes NOW $19 Fantascenes 3 NOW $39 Max Sex 6 Pack NOW $36 Tokyo Nightlife NOW $49 
Crystal Fantasy NOW $39 Girlfriend Donna NOW $44 Mysteria NOW $35 Ultra Vixen NOW $49 
CyberStrip Poker NOW $36 Hist Of Blue Movie NOW $15 Nightwatch Int 3 NOW $39 Yellow Fever NOW $45 
Dada House NOW $17 Jade Palace NOW $29 Outpost 69 NOW $40 You Don't Know Dick NOW $39 
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COMPUTER GAMES: ROLE PLAYING _ 


Anvil of Dawn NOW 
Arena Deluxe NOW 
Asheron's Call 05/98 
Baldur's Gate 08/98 
Battlespire NOW 
Betrayal in Antara NOW 
Buccaneer NOW 
Diablo NOW 
Diablo 2 07/98 
Diablo Hellfire NOW 
Die By the Sword 03/98 
Elder Scrolls 2 NOW 
Eldr Scrils Mrrowind 07/98 
Elric 06/98 
EverQuest 08/98 


FR Descent Undermtn NOW 


©1998 CHIPS & BITS, INC 


$19 
$47 
$48 
$45 


$42 


Fallout NOW 
Final Fantasy VII 06/98 
Lands Lore Grdns Dst NOW 
Might & Magic 6 03/98 
Might & Magic 6 LE 03/98 
Realms of Haunting NOW 
Rims Ark Shadow RvaNOW 


Septerra Core 08/98 
Shadows of Death 03/98 
Star Trk Final Unity NOW 
Swords of Heroes __ 10/98 
Ultima 8 Pagan NOW 
Ultima 9 Ascension 12/98 
Ultima Online NOW 
Wizardry 8 10/98 
Wizardry Gold W95 NOW 


$45 


Spend the specified amount on any in-stock software and 
choose one free IBM game from the corresponding list. Request 
must be made at time of order. Offer good on in-stock software 

only, while supplies last. Valid through 5/28/98. 


SPEND $60 


Origamo 3.5, Rise of Triad CD, ESPN Sports Shorts CD, 


Burncycle CD 
SPEND $100 


Battles Destiny 3.5, Cyberjudas CD, Ravenloft Bundle CD, Total 


Alone in Dark 3.5, Wolf CD, Great Naval Battles 3 & 4 CD, 


Flight Sim Toolkit 3.5 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release schedules 
and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced with 
same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order” charge is charged once per order 
placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. Each United States order will 
include a 12-month subscription (while supplies last) of Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will be allocated. 


id rl ae ‘MECH COMMANDER’ is a new real-time action strategy 
Time Revease Price — TIT RELEASE PRICE Time RELEASE PRICE Time RELEASE PRICE game of tactical combat and resouce management set in 
10 Six 04/98 $35 Dominion Storm 03/98 $35 Lords of Magic NOW $34 Star Command Dix NOW $42 the stunningly detailed BattleTech universe. Players 
7th Legion NOW $19 Dune 2000 09/98 $48 M Gathrng Battlemge NOW $20 Star Control 4 10/98 $48 direct up to 12 individual Mechs as they assault dozens 
Adhara 3 04/98 $45 Dungeon Keeper NOW $39 MAX NOW $19 Star Nations 06/98 $46 of enemy Mechs, Elementals, and Armored Vehicles. 
Advancd Civilization NOW $39 Dungeon Keeper Gold03/98 $45 = MAX 2 03/98 $44 Starcraft 03/98 $48 Micrprose (Strategy) 
Afterlife NOW $29  DungnKprDprDngnsNOW $19  MTG:Duels Pinswikrs NOW $46 Starcraft Expansion 03/98 $30 Release Date: 5/98 PC CD $48 
Age of Empires NOW $47 Earth 2140 NOW $36 Magic Spells of Anct NOW $28 Stars NOW $38 , - tye 
Age of Empires2 12/98 $48 East Meets West 03/98 $46 — Magic:the Gathering NOW $16 Steel Legions 05/98 $42 ‘ALPHA CENTAURI’.A mother ship's human cargo flee- 
Alpha Centauri 08/98 $48 Entrepeneur NOW $38 Mass Destruction 03/98 $38 Stellar Frontier 06/98 $44 ing earth in the 22nd century splits into / factions in 
Army Men 04/98 $35 Extreme Tactics 04/98 $49 Master of Magic NOW $29 Stratosphere 08/98 $46 route to the self-titled destination. Colonists can ter- 
Axis & Allies 09/98 $43 Fragile Allegiance NOW $46 Master of Orion © NOW $19 Submarine Titans 05/98 $44 raform land, changing topography to suit needs. 
Battlewagons 08/98 $44  FreedominGalaxy 09/98 $42 Master of Orion2 NOW $25 _ Syndicate Wars NOW $45 Determine your infant civilizations modus operendi. 
Blackstone Chroncles 11/98 $44 Galactic Mirage 07/98 $44 Mechcommander 07/98 $48 Theme Hospital NOW $42 oe yee At eae units. 
C&C NOW $29 Guardians: Agnts Jst 05/98 $47 Missn Fre:Cybrstrm 203/98 $46 Total Annihilation NOW $45 R le seD, sta ar $48 
C &C2:Tbrium Sun 06/98 $48 Heist 04/98 $44 = Myth NOW $39 Tot! Annitn Cre Ctgcy 04/98 $24 wa creates 
C&CGoldW95 NOW $39 Heroes M&M 2 NOW $26 Pax Imperia2W95 NOW $31 Transport Tycoon Dix NOW $25 ‘STARCRAFT’ You must gather your resources to 
C&CRAAftermath NOW $22 HeroesM&M2ExPk NOW $19 Plague 09/98 $42 Tribal Rage 04/98 $39 accomplish your goals, either freedom or galactic dom- 
C&CRedAlet NOW $29 HeroesM&MW95 NOW $19 — Populous 3 06/98 $45 Tycho Rising 06/98 $44 ination. Play 30 different missions in space, on planets, 
C&C Sole Survivor NOW $29 HeroesofM&M3 08/98 $44 Ragged Earth 04/98 $34 — Ultimate Civ 2 05/98 $46 within installations. Scenario and map editor allows you 
Caesar 2 NOW $19 Hidden Wars 04/98 $48 Reach for Stars2 04/99 $48 Uprising NOW $29 to create your own campaigns. 
Captives 03/98 $40  Historyof World NOW $39 Rebellion 03/98 $51 — Vangers 05/98 $46 Blizzard (Strategy) 
Chaos Island NOW $46 Hollywood Mogul NOW $39 Risk NOW $29  Warofthe Worlds 04/98 $44 Release Date: 4/98 PC CD $48 
Civ 2 Fantasy Worlds NOW $27 Imperialism NOW $29 SWAT 2 03/98 $48 WarBreeds 04/98 $48 ; ; : ; 
Civilization 2 NOW $42 Imperium Galactica NOW $32 Sentient NOW $39 Wargames NOW $46 WAR BREEDS Choice of four alien clans, each with 
Civilization 2Scen NOW $26 IntheFirst Degree NOW $46 Sentinel Returns 03/98 $45  Wrhmmr 40k Chs Gte06/98 $44 unique skill sets and attributes. Capture your enemies 
Clay Warfare 09/98 $45 Incubation NOW $39  Settlers2Gold NOW $38  Warlords2DIx NOW $41 genes through conquest and use that knowlegde to cus- 
Colonization W95 NOW $48 Incubation:Wildernss 04/98 $48 Settlers 3 09/98 $44 — Warlords 3 NOW $36 tomize your own units. Infinitely Customizable units 
Constructor NOW $42 Industry Giant 04/98 $46 Seven Kingdoms NOW $35 — Wartorn 05/98 $45 through genetic engineering for optimal strength in bat- 
Creatures 2 11/98 $39  Jaggd Alinc Ddly GmeNOW $14 Siege 08/98 $35  Warwind 2 NOW $34 tle. Unique Alliance/Coop mode of gameplay. 
Creatures Life Kit1 NOW $22 Jagged Alliance 2 06/98 $44 SimCity 2000 Spec EANOW $39 Wisdom of the Kings 03/98 $46 Red Orb (Strategy) 
Dark Colony NOW $43  KKND Extreme NOW $19 — SimCity 3000 05/98 $54 Worms 2 NOW $29 Release 4/98 PC CD $28 
Dark Omen 03/98 $39 LEDWars 10/98 $42 Sim Safari 03/98 $26 X-Com Apocalypse NOW $34 ‘JAGGED ALLIANCE Il’ features over 50 characters, 
Dark Reign Futre War NOW $43 Liberation Day 03/98 $35 Soldiers at War 03/98 $43 X-Com Interceptor 12/98 $48 each with unique speech, body, and attitude. Plan your 
Dark Reign MP 1 03/98 $26 Lords Realm 2 NOW $34 Spaceward Ho! 4 NOW $24 X-Com UFO Defense NOW $19 strategy in turn-based mode, or play in fast and furious 
Deadlock 2 03/98 $46 Lords Realm 2 Exp PKNOW $28 Speed Tribes 04/98 $48 X-Fire 05/98 $45 real time. Cut supply lines, call in air strikes, and 
G 55 Se en ea : i 7 i maneuver vehicles in state-of-the-art tactical combat. 
COMPUTER GAMES: WAR Take on your friends via network, modem and internet 
Achtung Spitfire NOW $36 Close Combat 2 NOW $46 — Over the Reich NOW $39 Steel Pnthrs 3Cmp 103/98 $15 play. 
Aide deCamp2 NOW $44 _ East Front NOW $39 Pacific Tide 08/98 $45 StI Pnthers Cmp 1-2eaNOW $15 Sir Tech (Strategy) 
Battle of Brtain 1941 09/98 $39 East Front Camp 04/98 $29 Panzer Commander 06/98 $45 TACOPS 98 04/98 $29 Release Date: 6/98 PC CD $44 
Battle of Bulge 03/98 $42 Extreme Warfare 04/98 $48 Panzer General 2 NOW $37 Tank Resistance 202403/98 $39 ‘STAR WARS REBELLION’ A Star Wars fantasy come 
Battlegrnd Antietam NOW $29 Great Battles Caesar 04/98 $35 Panzerblitz 10/98 $42 Third Reich NOW $29 true, with 55 characters and real-time play. Strategy 
Battlegrnd Bull Run NOW $21 Great Battls Alexndr NOW $44 People's General 10/98 $42 Tides of War 05/98 $36 portion lets players manage manufacturing, fleet 
Battlegrnd Gettysbrg NOW $29 Great Bttles Hannibal NOW $36 Prelude to Waterloo NOW $39 V Victory Bundle NOW $28 deployment and mission assignments. Innovative real- 
Battlegrnd Mid East 05/98 $42 Great Bttles Napoleon08/98 $47 Semper Fi NOW $35 War in Europe 04/98 $48 time 3D tactical component lets players micromanage 
Battlegrnd Shiloh NOW $30 Napoleon in Russia NOW $34 Sid Meier's Gettysbrg NOW $45 Wargme CS 3 w/CmpNOW $19 battle sequences. 
Battlegrnd Waterloo NOW $28 — Opertioni Artof War 05/98 $39 — Steel Panthers 3 NOW $34 — Whistling Death 04/98 $40 Lucasarts (Strategy) 
BOARD GAMES Release Date: NOW PC CD $51 

‘DIAMOND MONSTER 3D Il This 3D add-on upgrade 
Advanced Civilization NOW $25 Field Command NOW $30 Lunch Money NOW $16 Scrabble Dix NOW $39 card works with your existing 3D graphics card or 
Adv Squad Leader NOW $38 Geronimo NOW $32 Napoleon's Battles NOW $23 Settlers of Catan NOW $30 2D/3D combo card. It delivers 3D more shockingly real 
Age of Renaissance NOW $42 Go NOW $22 Necromunda NOW $59 Sherlock Holmes NOW $20 than anything you've ever seen! Using the next genera- 
Ancient Empires NOW $29 Grand Prix NOW $19 Over the Reich NOW $30 SilentDeath Dix NOW $42 tion 3Dfx Voodoo? chipset Sienna Monster 30I!'sim- 
Axis & Allies NOW $35 Great War atSea1 NOW $32 Panzer Leader NOW $23 Space Chess 3D NOW $35 ply blows away previous standards of performance 
Battletech 4th Ed. NOW $21 Hannibal NOW $32 Quebec 1759 NOW $22 Space Hulk NOW $65 Diamond (Hardware) : 
Britannia NOW $19 History of the World NOW $27 Rail Baron NOW $23 Squad Leader NOW $23 Release Date: NOW PC $229 
Chancellorsville NOW $34 Hobbit Adventure NOW $29 Rebels & Redcoats 1 NOW $25 Star Fleet Battles NOW $25 
Days of Decision2 NOW $42 Jena NOW $38 Republic of Rome NOW $29 Titan: The Arena NOW $17 ‘CH PRO THROTTLE’ Loaded with programmability and 
Deluxe Diplomacy NOW $42  KnightmareChess NOW $13 Robo Rally NOW $33 Warhammer 40K NOW $59 functionality. Easy point-and-click programming capa- 
Die Hanse NOW $39 Krieg! NOW $36 Russia At War NOW $25 Warhammer Fantasy NOW $59 bilities. 20 Programmable functions, storing over 400 
Empire Builder NOW $25 Krieg! Expansion NOW $9 SPQR NOW $33 Warhammer Quest NOW $59 macros. You can program each of the four 4-way 
Empires in Arms NOW $27 Lionheart NOW $35 Sam Grant NOW $39 World War One NOW $11 switches and four push buttons on the device to do 
Federation & Empire DIxNOW $38 Longstreet's Assault NOW $22 Samurai Swords NOW $35 World in Flames Dix NOW $90 whatever you would like. 

ROLE PLAYING GAMES CH Products ABW 
Release Date:NOW PC $84 

AD&D DM Guide NOW $20 Cyberpunk 2020 NOW $17 Macross 2 NOW $11 RuneQuest NOW $13 ‘ULTIMATE RPG ARCHIVES’ 12 award-winning RPG’s in 
AD&D Player HandbookNOW $26 — Deadlands Rulebook NOW $27 = Mage 2nd Ed. NOW $21 Shadowrun 2nd Ed. NOW $20 one package! Bard’s Tale,M&M World of Xeen 
AD&D 4 from Cormyr NOW $17 Great Rail Wars NOW $39 Mechwarrior NOW $13 StarWars Revised NOW $25 Stonekeep, Ultima linderwartd I&ll, Dragon Ware: 
Ars Magica 4thEd NOW $26 — Dragonlance Sth Age NOW $21 Of Gods AndMen NOW $22 Traveller NOW $24 Wasteland Wizardry Gold. A raat ave collection. 
Beynd Super Natral NOW $18 Earthdawn NOW $18 Palladium Fantasy NOW $20 Trinity NOW $25 Interplay (Roleplaying) 
Bubblegum Crisis NOW $20 GURPS Rulebook NOW $20 Pendragon 4th Ed. NOW $19 Vampire 2nd Ed. NOW $24 Release Date:NOW 
Call of Cthulhu NOW $18 Herc & Xena 03/98 $26 Rifts NOW $21 Warhammer Fantasy NOW $24 PC CD 
Changeling NOW $29 Heroes Unlimited NOW $18 Robotech NOW $11 Witchcraft NOW $20 


‘BALDUR’S GATE’ is set in the legendary Forgotten 
Realms campaign world. Uses a transparent interface an 
gameplay that uses a real-time modification of the ADD 
rules system. There are over 60 monsters to fight, you 
control a party of six each with unique abilities 
and personas. 

interplay (Roleplaying) 

Release Date: 8/98 PC CD $45 

‘MIGHT & MAGIC VI’ The Mandate of Heaven, the 
newest M & M edition contains an integral time 
clock with multiple plots and story lines. Unique ‘skill 
based’ character development and over 1000 miles of 
virtual terrain! 

3D0/New World (Roleplaying) 

Release Date: NOW PC CD $46 


Standard _ Priority 

U.S. Mail U.S. Mail 

7-10 Days = 2-3 Days 
Per Order $1.00 $2.00 
Per Shipment $1.25 $1.00 
Per Item $0.75 $1.00 
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Road to Somewhere 

Thank you for raising the issues of censorship 
and hate-mongers in on-line games [Road to 
Nowhere, CGS+ 88]. As a former player of 
Origin’s Ultima Online and a current player of 
Sierra's The Realm, | have had the opportunity 
to see a great deal of gay-bashing by other 
players. | also happen to serve as the equivalent 
of a volunteer moderator for a virtual on-line 
world tailored to the interests of gays and les- 
bians, so | am sensitive to the difficulties of bal- 
ancing the rights of each individual with the 
prevailing norms of a virtual community. 

| am not familiar with The Realm player 
named Otter nor was | present during the 
incident described in your article. However, | 
can attest from my own experience that 
most of the Game Moderators in The Realm 
seem to exercise their authority to mute 
players on the moderated chat channels for 
very arbitrary reasons. For example, during 
the Super Bowl, some players were muted 
for discussing football in chat. 

In general, comments that are offensive to 
gays and lesbians are openly tolerated in The 
Realm, while any attempt to discuss gay and 
lesbian issues positively is deemed offensive by 
the moderators and quickly quashed on a reg- 
ular basis. Conversely, | have yet to see compa- 
rable discussions of the straight lifestyle evoke 
any such response from the moderators. 

All | ask for is consistency. If you intend to 
offer a forum for people to air their views with- 
out regard to whether someone may be 
offended, then everyone should be allowed to 
express their opinion. If you seek to impose 
some sort of control on what topics may be 
discussed, the policy should be clearly defined 
and enforced in a non-discriminatory manner. 
The notion that “all players are equal, but 
some or more equal than others” simply 
encourages disrespect for the moderators, 
who have a difficult enough job already with- 
out forcing them to choose sides in every 
argument that comes up. 

| know that some people express concern 
about exposing children who are playing The 
Realm to these issues. My first response is that 
the primary responsibility for monitoring a 
child’s on-line activities properly rests with the 
parents. Moreover, | am just as concerned for 
the gay or lesbian teenager who is subjected to 
all the hateful things the homophobes have to 
say while being denied access to gay-affirma- 
tive support. Either the moderators should pro- 
tect these young people from those who 
threaten them or other gay and lesbian players 
should be afforded the opportunity to reach 
out to them. The current situation in The Realm 
only serves to reinforce the fear and the feel- 
ings of isolation that so many gay and lesbian 
youth endure. 

The whole question of how to balance our 
right to free speech on-line with our desire to 
control content that we find offensive is one 
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that is going to be with us for a while. Until 
the courts begin to rule on these issues, it is 
going to be up to each of us to build an on- 
line community that all of us can share com- 
fortably. Companies doing business in that 
community have a responsibility to deal fair- 
ly with us or to let us know up front that 
they don’t want our business. 

On a personal note, | want to express my 
appreciation for your fine publication. 
Computer Games stands alone as the only mag- 
azine that deals with the larger issues of the 
gaming industry and the on-line environment. | 
want to commend Cindy Yans for her work in 
particular. | have noticed several insightful arti- 
cles over her byline that have really made me 
stop and think about this hobby of mine. | 
know | can always count on her for a fresh per- 
spective (and excellent writing). 

Finally, CGS+’s willingness to print negative 
reviews is pretty much unique among gam- 
ing magazines. (The criticism of Ultima Online 
was thoroughly justified; pity | bought it 
before | read the review.) | may sometimes 
disagree with your ratings, but | always get 
the information | need for my buying deci- 
sions from your reviews. Thank you and 
please keep up the great work. 

Will Leach 
Tampa, FL 


First, kudos to you for opening this dialogue. 
Your measured, reasoned approach cannot 
help but foster intelligent debate in an area 
fraught with emotion. Second, it seems to me 
that neither party here is devil or angel. Neither 
seems to want to produce evidence supporting 
their view of the event. It does seem odd, how- 
ever, that the topic of sexual orientation 
receives so much attention while decapitation, 
evisceration and other violent acts far more 
damaging are routinely ignored. 

Gerry M. Allen 

Via e-mail 


This letter is to hopefully provide more insight 
into the LadyTree/Otter incident on The Realm. 
| personally had dealings with Otter immedi- 
ately after this incident, but he had turned him- 
self into “QueerFrenchOtter.” If you read the 
rules for player conduct on The Realm (which 
includes guidelines on selecting an appropriate 
name) you'd first realize that the name 
“QueerFrenchOtter” is not acceptable once 
complaints are made from players to a modera- 
tor. Also, the statement in your article where 
Otter claimed his gossip rights were revoked 
for anumber of hours is unfounded, as a 
“/revoke” from a moderator, which LadyTree 
and myself are, lasts one hour. If he decided to 
keep on breaking rules, he got revoked again. 
Also, let me clarify the statement regarding 
unanswered private questions and comments 


from Otter to LadyTree. He stated gossip was 
out of control while he made those private 
comments, and when gossip is out of control, 
moderators must first handle gossip, then 
when it is possible, go back and respond to 
our private messages. A response delay is 
unavoidable at times. 

| defend LadyTree, not because | am her 
peer, but because of the incredible respect and 
admiration | acquired for her before | became a 
moderator. Her fairness, patience, and good 
judgment go way beyond the scope of any- 
one’s job description. She is a role model for 
me, as well as many other players and modera- 
tors on The Realm. 

The question you posed in your article, 
resentful player vs. corporate rhetoric, or under- 
dog vs. online discrimination was absolutely off 
the mark. It should have read: poorly investigat- 
ed vs. merely uninformed. | hope the next time 
you write an article, you take a little more time 
to get facts and have the patience to wait for 
someone to return from vacation before you 
just take someone's word as gospel. | was more 
than disappointed—both with your investiga- 
tive ability and the fact that a magazine actually 
printed this unfounded article. 

Gemma 
Realm Moderator 


We attributed all “factual” statements to Otter 
and Sierra’s Mark Zechiel. We feel the article pre- 
sented a balanced view of the issue and stand by 
it 100%. -ed 


Good ideas 

| am writing this message to address some 
complaints | have with your publication. One is 
is the lack of any help with the demos that 
come in the accompanying CD. There are a lot 
of games that are hard to understand and get 
into without knowing the proper keys and so 
forth. [See page 34 -ed] 

| think some of the other magazines have a 
good idea when they have features like 
“Ultimate Strategy Guide.” | do think a few 
more of these articles would improve the mag- 
azine. [See this months editorial] 

Finally, | would like to end this on a positive 
note. | love the editorials, and all the feature 
articles in each section of the magazine. Cindy 
Yans, in particular, is a wonderful writer whose 
wit really shines in her articles. 

| hope you keep improving your magazine 
and continue your great reviews. 

Fraz Akhtar 
Via e-mail 


we crave feedback 


Send all correspondence to editor@cdmag.com 
Letters may be edited for space considerations. 
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Take any one of six classic army Melt attacking infantry with your Break your troops out of a heavily Make your way through alpine, desert wwWw.armymen.com 
men figures into combat in this flamethrower or shatter enemy guarded POW camp in one of and bayou terrains or play against your | comeing 
squad level action-strategy game. vehicles with your bazooka and tank. over 30 action-packed missions. friends on special multiplayer maps. 


KIDS TO ADULTS 
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